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universe are about to collide 

From the Creators of the 1995 
and 1996 Games of the Year' 

"Best s t r ate||^n^er 
^ "If StarCraft doesn't live up to 
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Free*, Internet Competition 

Battle alone or challenge up to 
8 players with one-click, free access 
to Battle.net Enhanced Internet features 
include: worldwide player rankings, 
tournaments and player handicapping 

. *T5V.} 

3 Rlien Rates 

Command any of 3 alien races - eactf 
boasting a unique set of skills and abilities 

j \; I 

3 Theaters of Battle 

A deadly mix of space combat, planetar^ 
assault and covert base infiltration 

I 

3 Epic Chapter^ 

3 separate storylines intertwine 
within 30 scenarios to tell the epic 
saga of a universe on the brink 
of destruction. 


Spectacular Special Effects 

Real-time light-sourcing, 
environmental effects, and interactive 
terrain are only the beginning 
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Campaign Editor 

Create full campaigns from custom 
designed scenarios. Define 
victory conditions, record voices 
and much, much more... 
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An all-powerfi jl war chest of 
statical attccKs like Chain 
Lightning and the f-irewhip. i 
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Play as one of 4 death-dealing 
Magcstaycrs across dozens 
of hellish levels. 
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A malevolent 

3D fantasy quest from the 
creators of HEXEN" and HEXEN II 


Heal Ji would bo loo easy. Too lilile to repav a thousand vear 
M To ° T ,,rk 10 I ho Inin got ot one vou betrayed 

ano " ,or miUenninnt Before ho extracts his lomblo price 
on vour soul, vou are bound to wander through live worlds oi 
atrocity. Stoking vour powers. (lathering magic tor one last 
desperate struggle against fv.l. Only then w,U he dMOlMl vot’t 
with the la-4 sacraments ot your torment. 

!^ 1 would be too easy. 
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NEWS HD REVIEWS 

17 Wizards News 

Magic art auction raises big bucks for 
charity. Magic comic book is in the 
works, and results from BattleTech 
and RoboRally Worlds. 


Before the Storm.64 

by Mark Rosewater 

Listen.. .is that a Tempest brewing? Or is it just the 
Wizards R&.D team arguing about card dynamics? 


Tempest Storyboard.68 

by Michael G. Ryan , Mark Rosewater ,; and Pete Venters 
See the story of Tempest told through pictures. 


Dangerous Minds .71 

Take a good look at the men and the minds behind 
the cards. 


Tempest Card List .72 


Tempest Player’s Guide 


74 


The Duelist’s “Best of 1997“ Ballot 


60 


Help us decide which of the gaming industry’s releases were considered the best of 1997. 



Magic Compendium.27 

Tempest card combos, the latest Magic Rulings 6c Errata, 
Florence Nightendeck, and all the buzz surrounding this 
years Magic World Championships, including ESPN2. 


COLUMNS AND STRATEGY 


48 Straight from the Start 

by Melody Alder 

Melody Alder, the newbie s best friend, 
discusses deck themes with Tempest 
preconstructed decks as her teaching 
tool. 

52 Deck Deconstruction 

by Beth Moursund 

The Rcanimator deck is making a 

resurgence, in the form of Buried Alive! 

56 Enlightened Tutor 

by Robert S. Hahn 

Our metagame master examines the 
mercurial Standard (Type II) environ¬ 
ment and makes some informed predic¬ 
tions about where it will go next. 

122 Magic:The Puzzling 

by Mark Rosewater 

Mark and his evil twin stir up a Tempest 
in your brain. Three new puzzles, plus 
Magic Tricks to smooth the worry lines 
caused by last issue s puzzles. 



128 Lost in the Shuffle 

by Richard Garfield 
Gamers have a bad reputation outside 
the hobby, but fellow gamers can be 
even more judgmental. Respect is a 


20 Insider Trading 

by Mari Rasruxitcr 

Even more banter about tempest 

development. 

89 Reports on Trading Card Games 

by Alien Varney 

Wizards acquisitions aplenty. 

94 E3 Overview 

by Wolfgang Baur 

See what our man saw at the premier 
1997 electronic game expo. 

98 Expanding Shandalar 

by Beth Moursund 
Sneak a peck at the 
remainder of Microprose 
Magics 1997 releases. 

100 Enter The Emerald Empire 

by Wolfgang Baur 

legend of the Five Rings continues 
to delight gamers with an RPG that's 
every bit as compelling as the TOG. 

104 Imajica: Reading 
Is Fundamental 

by Allen Varney 

Horror author Clive Barker adds 
TCGs to his resume. 

108 Dune:The Sleeper Awakens 

by Ryan Dancey 

Five Rings Publishing’s latest game 
spices up the TCG market. 

114 Birthright 

by Shaum E Carnes and Glenn Elliott 
Sierra On lines latest is three, three, 
three games in one. 

116 X-COM: Apocalypse 

by Mike Elliott and Tom Wylie 
Time keeps on slippin', slippin', 
slippin, into the future... 
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12 Show Me the Mana 
I 11 Duelist Invitational 
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Falling for Magic 0 

NE OF MY MANY DUTIES is to find out what readers think of our maga¬ 
zine. And believe me, there are many ways to gather this type of informa¬ 
tion. We receive more than a thousand reader surveys after every issue. 
Letters and email are constantly arriving at our offices. In addition, we 
peruse newsgroups and mailing lists daily. But perhaps best of all, theres 



always the opportunity to talk to our readers in person. And what have I learned 


from all this research? I’ve discovered that Magic is many things to many people. 


To some, Magic is all about 
having fun. It s about making 
wacky decks based on 
Schoolhouse Rock, or with 
cards whose names double 
as song titles. 

To others, Magic is 
about competition. 

It’s about studying 
the metagame and building 
the ultimate “killer” deck. 

For others, Magic is about exploration. 
It’s about learning the history of the 
Weatherlight or finding out why Llano- 
war Elves have tattoos. 

But to some. Magic is about socializing. 
It’s about finding a group of friends 
who share a common interest and stay¬ 
ing up late at Dennys talking about 
latest deck ideas. 

To some, Magic is about experimenta¬ 
tion. It s about learning how different 
colors interact, and whether Goblin 
Bomb is excellent or horrible. 

For some, Magic is about information. 

Its about absorbing facts and figures 
and trying to keep a mental catalog of 
every card ever printed. 

To others, Magic is about acquisition. It’s 
about collecting every Hurloon Mino¬ 
taur in existence, or tracking down that 
rare blue Hurricane. 

Now IIOW DOES a magazine like The 
Duelist serve such a wide range of readers’ 
needs? The answer rests in variety. We 
try to give a full sampling of Magic, 
giving every aspect of the game its 


moment in the sun. 

Looking for 
humor? "fry read¬ 
ing Phil Foglio s 
“What’s New” car¬ 
toon on page 22. 
Searching for 
competition? Read ; 
all about the ; 

results from this 
year’s Magic World 
Championships starting on page 38. 

Enjoy exploration? Check out “Dominia 
Chronicles” on page 36 and read up on 
the exciting new plane of Rath. Like 
socializing? Turn to page 12 and peruse 
the “Letters” section to see what other 
readers have on their minds. Into experi¬ 
mentation? Check out Beth Moursund s 
“Deck Deconstruction” analysis of the 
Reanimator deck on page 52. You want 
information? Tom Wylie covers “Rulings 
and Errata” on page 34. Eager for acqui¬ 
sition? Peruse our Tempest Players Guide 
beginning on page 74. 

Whatever it is you like about the 
game. The Duelist is here to cover it. 

Just remember we’re also here to pro¬ 
vide everyone else with what they like 
as well. So next time you run across an 
article you might not normally read, 
give it a chance. It might just open up 
a whole new side of Magic for you. 

Mark Rosewater 

Editor in Chief 
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“Flames of Rath” 

Spicy to the extreme, with direct 
damage and wild creatures. When 
this baby hits the table, take cover! 


~ » i ^ , ^ “TheSlivers” (f 

Hand-picked from the shores of Rath. 

The more you order, the more flavorful \ 
these critters get. Each sliver . 
shares its abilities with \ 
iM 5 *" . w the others. 12k 


>a “The Swarm” 

This combo has more meat than your 
|Bi opponent can chew. The tough , little 
mf* creatures just keep coming. Not 
mtwL y recommended for weak 
mW stomachs. 

k/ “Deep Freeze” \Mdtk 

Filled with delicious l(J wKP 
tricks designed to lock down the 
competition. Frosty and fun, pLft'- jH&gs 
1 Deep Freeze ” will chill your 
opponent to the bone. 


AM5> 


Available October ’97 

Customer Service (206) 624-0933 
http://www.wizards.com 


These preconstnicted decks are served to 
go. Each has the rarity mix «l a standard 
Magic 1 ' 1 deck, with the added flavor of a 
built-in theme and an R&l) design. Sample 
the combos of the Tempest ,M setting, mid 
then throw your own spice into the mix. 


Wizards 




TO* the right garnish, you can serve up a deck that hits the spot-ev erytin* 
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Build, Trade, Research, Attack - the 
event log will update you on your 
victories and defeats- 
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Play 42 all-new scenarios or use the 
mission editor to create your own 
scenarios and campaigns. 


Establish alliances with other races to 
share technology, resources, and even 
victory conditions. 


BUILDiyOUR EMPIRE 
UPON THE BODIES 
£ OF OTHERS. 

Raise magnificent cities. 

Command mighty sea, air and land forces. 

Research devastating new technologies. 

I 

Discover mysterious ancient secrets. 
















Negotiate strategic treaties and alliances. 


Wage merciless war on all who would oppose you. 


^ ^ l. 

Deadlock II. The last battle for the last planet, f 







Command more than 40 Sea, Air and 
land combat units as you seek to 
dominate your enemies. 


Battle online against real opponents 
with Accolade's new matching service 
Oeadlock.net 


Trade on the Black Market with the 
Skirineen race to get illegal supplies of 
valuable resources. 


ia?* 


, _ . Deadlock II and Deadlock II: Shrine Wars are trademarks of Accolade. Inc. 

199 Clogo are uade,narks of Cyborlor. Stodlos. Inc A., rt*. rested. 










ABOUT OUI\ CONTRIBUTORS 


TTie Force Is 
with tlim 

Matt Wilson. He names 
Star Wars creator George 
Lucas as his greatest 
inspiration. He says that 
his favorite medium in 
which to work is acrylic, although food rates 
a close second. He was born in San Diego, 
but raised in northern California. His name 
is Matt Wilson—and this months cover 
illustration of Selenia belongs to him. 

“I saw Star Wars at a drive-in theater 
when I was five and did nothing but draw 
X-wing and TIE fighters for the next six 
years,” says the twenty-five-year-old artist 
who now resides in Seattle. “A few years 
after that I encountered gaming and became 
very attracted to the fantasy work of the big 
TSR artists like Elmore and Easley, then 
later, Parkinson and Brom.” 

Wilson is no stranger to fantasy. Self- 
trained in illustration, his work has appeared 
in Shadis magazine, and on various CCG 
and RPG covers for Legend of the Five 
Rings. He’s also done illustrations for a vari¬ 
ety of games: BattleTech, Dragon Storm, 
Shadow Fist, V:TES, Netrunner, and, of 
course, Magic. A full-time artist at Wizards 
of the Coast, he has worked on two Magic 
expansions: Vanguard and Tempest. 

For this month s cover he reinterpreted 
Selenia, Dark Angel, a character he painted 
for Tempest. Selenia is the former guardian 
of Crovax’s estate who now serves the dark 
forces of the evil evincar, Volrath. 

“I was trying to get a little more into her 
dark personality that we only get to see a 
glimpse of in the card set,” explains Wilson. 
“I wanted her to have the beaut}' of an angel, 
but still look like she could kick some ass. 
She’s sort of in a sulking, withdrawn pose, 
but the attitude reflected by her face and her 
grip on the sword would make you think 
twice about approaching her.” 


COMING IN ISSUE #21 

► Youth in Magic: the game's emerging superstars. 

► Magic strategy feature by Pro Tour player Brian 
Hacker who investigates the impact of stand-alone 
expansions on the tournament environment. 

► Preview of the sixteen Pro Tour invitees to the 1998 
OutUst Invitational, the ultimate Magic contest. 

ON SALE DECEMBER I 


>ff of Rll Trades 

Jeff Donals. Within the past year Jeff Don- 
ais’s stock in Magic circles has risen dramat¬ 
ically. Whether he’s organizing a local 
tournament, serving as a Pro Tour judge, 
writing a “Key Plays” article for The Duelist , 
or competing at the Magic World Champi¬ 
onships, his name is widely recognized by 
staunch Magic players. 

Raised in Ottawa, Ontario, Donais now 
resides in nearby Windsor. He’s been play¬ 
ing Magic for almost three years, having 
picked it up after watching some people play 
it at the University of Windsor. 

“I thought it looked pretty cool,” recalls 
the twenty-six-year-old 
computer consultant. 

“My brother Alike had 
already been playing it for 
about a month and he got 
a Leviathan [in his first 
starter], so he was all 
into playing blue. I got a Sengir Vampire, 
so I was into playing black. It snowballed 
from there.” 

He and his brother continued playing and 
started competing soon thereafter. “We were 
really good,” says Jeff, whose last name is 
pronounced “Dough-nay.” “We won a lot of 
unsanctioned tournaments—like Sealed 
Deck and Constructed.” 

In August, the Donais brothers com¬ 
peted at the 1997 Alagic World Champi¬ 
onships in Seattle; Mike as a member of 
Team C anada, and Jeff as a DCI invitee. 
Their winning ways continued as Alike 
helped the Canadians clinch the team title 
(and $5,500 each), while Jeff—who led the 
field after Day 2 finished eighteenth out 
of 153 'competitors. Jeff walked away with 
$2,400 for his efforts. 

Jeff’s contributions to The Duelist can be 
found in each issue’s “Key Plays” section. He 
follows Pro Tour action closely and always 
finds a couple of pivotal moves worth 
reporting. “It might only take an hour or 
two to describe a key play, but finding it can 
take hours and hours. Deciding on which 
ones can be put into words so that people 
can visualize them and find them exciting is 
the toughest part. And, hopefiilly, people 
can learn something from a neat move that 
was accomplished.” ♦ 
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS 
| ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS OF 
THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF 
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 



Control your own destiny in a non-linear Choose whether to play in real-time or 

FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE. 



Engage in hundreds of entertaining mini¬ 
quests THAT BRANCH OFF FROM THE MAIN SAGA. 



Experience breathtaking 16-bit. 65.000-color 

GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES 
ENVIRONMENT. 



THE MANDATE OF HEAVEN 






Here Come 
the Braves 

n issue 19 there was a let¬ 
ter called “Not Enough 
Braves.” In this letter 
Desmond Coish told of how 
he had a lack of griffins. 
Since 1 have a few extra I 
would like to give them to 
him. Could you please send 
him the two griffins 1 
included with this note? 

BJ Oncale 

Randolph AFB, Texas 

Oops, the gremlins stole 
Desmond's address. If you 
\write back to us Desmond , 
well send you the Griffins. 
Now let me tell you a sad story 



Win a display box of 
Tempest by finding this 
mana symbol 0 hid¬ 
den in your Duelist 
magazine.To enter, 
send a postcard telling 
us where you found it 
to The Duelist Mana 
Symbol, P.O. Box 707, 
Renton,WA 98057- 
0707. Only postcards 
postmarked by the last 
day of December, 1997 
will be accepted as 
legal entries.The win¬ 
ner will be drawn ran¬ 
domly from all correct 
entries. Remember, 
the mana symbol must 
match the symbol (0) 
shown here! 

Contest only open to residents of 
the US. (except Rhode Island) 
and Canada (except Quebec). 



about my lack of Mana 
Drains.... 

Beasts and Boars, 

Oh My! 

am writing to you about 
the solution to “Best 
Defense” published in 
Duelist #19. You declared the 
Durkwood Boars as blocking 
the Beasts of Bogardan, and 
then declared them as 
attackers. But if they blocked 
the Beasts, the Boars would 
die because the Boars are 
only 4/4 and the Beasts are 
6/4 (from Unholy Strength 
and Orcish Oriflamme, ed.). 

I guess you missed that. 

Jason Luna 
San Antonio, Texas 

Mark Rosewater replies: 

Good CATCH, Jason. I acci¬ 
dentally switched blocking 
assignments when writing this 
answer. The Boars should block 
the Drudge Skeletons, which 
though buffed up from the Ori- 
flamme and the Bad Moon, 
would not kill the Boars. The 
Factory assigned to block the 
Skeletons should block the 
Beasts instead. 

Keep ’em Coming 

am a DCI Legend mem¬ 
ber, and I have been keep¬ 
ing my Duelist subscription 
current. After renewing my 
membership, 1 noticed that I 
would start receiving The 
Duelist Sideboard as part of 
my subscription. I am look¬ 
ing forward to being able to 
read stuff every month. 
Douglas Saadeh 
Houston, Texas 

ACTUALLY, youllget Duelist 
info more often than you think. 
Starting in 1998, The Duelist 
will go to at twelve issues a 



ORIGINS SURVEY 
WINNERS 
Bill Foxworthy, 
Birmingham, Alabama 


Marcus Nichols, 
Marietta, Ohio 


GEN CON SURVEY 
WINNER 
Ken Roberts III, 
Wauwatosa, Wisconsin 


WE HAVE WINNERS! 

The Duelist is your spot for contests. Here arc the 
winners from several recent contests: 


MICROPROSE 
CURSED LAND 
CONTEST 
GRAND PRIZE WINNER: 


Josh Cuppett, 

Ebensburg, Pennsylvania 


FIRST PRIZE WINNERS: 
Jerry D. Hall, 
Livermore, California 


Peter Hernandez, 

Santa Barbara, California 


Chris McBride, 

Oklahoma City, Oklahoma 
Karl Northrup, 

Rochester, Minnesota 


Gregory M. Anderson, 
Kennewick, Washington 


WEATHERLIGHT 

CONTEST 

GRAND PRIZE WINNER: 
Metta Sommerville, 
Nanaimo, British Columbia, 
Canada 

FIRST PRIZE WINNERS: 

Tien Ko, 

Valencia, California 
Glenn Schroeder, 

Milford, Illinois 
Boyd Norris, 

Xenia, Ohio 
Arthur Heabel, 

Park Forest, Illinois 
John Garst, 

Goleta, California 


year. And yes. The Duelist 
Sideboard will still be 
included in your DCI Legend 
membership. 

Cough Up the Mana 

have a Duelist booster sub¬ 
scription and got my first 
set of cards today In them 
was a pack of Spanish Fifth 
Edition, with Mana Vault 
(Cofre de Mana) as the rare. 
Speaking the language, I 
took a close look to check 
out what words they use for 
tap, upkeep, etc. The text 
translates as: 

Does not untap as normal 
during your untap phase. 

If Mana Vault remains tapped 
at the end of your upkeep, it 
does one damage to you. 

4 : Untap Mana Vault at the 
end of your upkeep. Use this 


ability only during your 
upkeep. 

It has no other ability! 

You cant tap it for mana! 
Some newbie in Spain or 
Mexico will be building a 
deck designed to give it to 
an opponent with Gauntlets 
of Chaos. 

Peter Cooke 
Scunthorpe, 

North Lincolnshire, 
England 

Thanks for the Spanish 
lesson, Peter. Youll be happy to 
know this mistranslation was 
caught and corrected by our 
ever-vigilant International 
department. Now, all your 
Spanish-speaking Magic 
friends will be able to say 
“Enstlha?ne el mand. ” 



DROP US A NOTE 

. ~ _ Z *1 Send your thoughts to 


'> 4 


“Letters,” do The Duelist , 
P.O. Box 707, Renton, WA 
98057-0707, or to 
<duelist@wizards.com>. 

Please include your name, address, 
and phone number for verification 
purposes. Letters may be edited 
for length and clarity. 

QUESTIONS! 
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UNRESTRICTED ACCESS 

[_ |_ C —A\3E T — E Vs/ A Y YCTJ LZZ< AT T-E X-FILE5.: 

ched into a highlq classified secret government website giving you unrestricted 
access to The (-Files/" Browse through case files, character dossiers, evidence records and other top 
secret materials. Tap into live video and audio surveillance. 

HI long last. "Unrestricted Access has been granted to X-Files 1 fans everywhere. 
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NEVER UNDERESTIMATE 
THE POWER OF PLAYSTATION™ 














Premier Edition 


Find One of 
Only a Few 
Hundred 
“Delenn" Chase 
Cards 
Personally 
Signed by Mira 
Furlan. 


2161 E. University #102, Tempe, AZ 85281 

Game Design * • 1997, Pre< 


WWW.ETERNITY.COM 

Series created by J_ Michael Straczynski. 
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Magic Art Auction Raises More 
Than $11,000 for Charity 


T o celebrate the grand opening 
of Wizards of the Coast’s Game 
Center in Seattle’s University 
District, The Duelist hosted a 
silent auction of original art¬ 
work for Magic: The Gather¬ 
ing and The Duelist. The 
auction began with an exhibit during 
the Game Center’s grand opening week¬ 
end, May 16-18, and concluded with a 
live auction held during the final day of 
competition (August 17) at the 1997 
Magic World Championships in Seattle. 

After all the bidding was con¬ 
ducted, a total of $ 11,200 was raised 
(including matching funds by Wizards 
of the Coast) to benefit community 
service organizations serving the Uni¬ 
versity District. Deserving projects 
included the remodeling and refur¬ 


bishment of the University Heights 
Center; respite care beds for homeless 
youth (a joint project of the 45th 
Street Clinic, the University of Wash¬ 
ington’s Partnership for Youth, and 
YouthCare); and to support employa¬ 
bility training programs for homeless 
youth provided by The Working Zone. 

Overall, eight pieces of original art¬ 
work—each one donated by the 
artist—attracted handsome bids. The 
actual pieces and the money each one 
garnered went as follows: Chris Rush’s 
“Radjan Spirit” from Legends 
($ 1,000); Tom Wanerstrand’s “Boiling 
Seas” from Portal ($800); Terese 
Nielsen’s reinterpretation of “Force of 
Will” from Duelist #l2’s cover ($725); 
Adrian Smith’s reinterpretation of 
Maraxus of Keld from Duelist # 18’s 



“Storm Cauldron” from Alliances 
($700); Mark Poole’s Torsten Von 


Ursus from Legends ($575); Rebecca 
Guay’s reinterpretation of “Phantom 
Monster” from Duelist # 16’s cover 
($550); and Anson Maddocks’ “Wind- 
seeker Centaur,” a promo card from 
the HarperCollins Magic: The Gath¬ 
ering books ($525). 


Magic: The Comic Book 

In July, Wizards of the Coast 
announced that Dark Horse 
Comics, Inc. will be publish¬ 
ing a comic-book series based 
on the worlds bestselling 
Magic: The Gathering trad¬ 
ing card game. The four- 
issue series is scheduled 
for release in spring 
1998. The series 
will be written by 
one of the industry’s 
top writers, Mike 

Grell, and will feature 
artwork by acclaimed 
artists Pop Mahn and Mark 
Harrison. 

“Dark Horse Comics is a 
master within the comic- 
k>ok industry,” said Emily 
Arons, director of Consumer 
Products at Wizards of the 
C°ast. “Their unparalleled 
creative talents and keen 


insight make them ideally 
suited to launch our new 
Magic: The Gathering comic 
line within the comic-book 
realm.” 

Mike Richardson, presi¬ 
dent of Dark Horse Comics, 
added, w We’re excited to be 
working with Wizards 
of the Coast. They’ve 
created an entirely 
new category of 
entertainment with 
Magic: The Gather¬ 
ing and have forged a 
massive following in the 
process. It’s an honor to be 
associated with them. 

The comic-book series will 
feature the characters and 
world of the Magic trading 
card game, beginning with 
the upcoming Tempest expan¬ 
sion set. The titles of the 
four-part series include: 


Gerrard's Legacy, Garrard's 
Initiation, Gerrard's Crucible, 
and Gerrard's Destiny. 

Andy Stalker Wins 
1997 RoboRally 
World Championship 

Due to such a solid turnout 
at the 1996 U.S. National 
Championships at Origins, 
this year’s RoboRally'World j 
Championships was moved 
from Wizards headquarters 
in Seattle to the gaming con- , 
vention based in Columbus, 
Ohio. Returning this year 
were Eric Dodds of Costa 
, Mesa, California, and Andy 
Stalker of Columbus, Ohio, 
the 1996 RoboRally World 
Champion and runner-up, 
respectively. Eighty-six other 
participants faced off in pre- 
liminary rounds of six with 
the first- and second-place 



finishers at each table moving 
on to the second round. Each 
player was faced with one- 
minute-and-forty-second 
turns as they negotiated 
Machine Shop and 
Exchange. 

Thirty' second-round com¬ 
petitors and Robert Camp¬ 
bell (another top finisher last 
year) gathered in groups of 
five to vie for the six spots at 
the Worlds table. Only one 
player from each table would 
move to the next level, 
although everyone at that 
stage was guaranteed a prize. 
Players had ninety seconds to 
complete their turns, battling 
it out on a grueling four- 
board course. 

Finally, after four hours of 
preliminary and secondary 
rounds, the World Champi¬ 
onship game commenced. 
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Six challengers faced last 
year’s finalists, each hoping 
to be the next World Cham¬ 
pion. Each player was given 
eighty seconds for program¬ 
ming in this five-flag, path¬ 
crossing race. 

As the defending cham¬ 
pion, Dodds was feeling the 
heat and was pummeled 
throughout the game. Stalker 
negotiated his way carefully in 
the early going, maneuvering 
his robot to remain virtual for 
three turns, allowing him to 
pull away from the rear of 
the pack and remain in third 

> BattieTech standout Terry Borer § 
joined BattieTech staffers Dave * 
Schwimmer, Richard Garfield, and I 
Glenn Elliott for a limo ride and “ 
dinner after winning the Mercenaries £ 
prerelease tournament at GEN CON. £ 


when he finally became real. 

For several turns it 
appeared that a new player 
was going to be the next 
champ as Stalker remained in 
third and Dodds brought up 
the rear. Then, in one turn, 
Stalker was able to push both 
players ahead of him into pits 
and skyrocket into the lead. 
Though the game lasted 
another ten turns, no one was 
able to catch up to the sea¬ 
soned player and Stalker won 
the 1997 World Champi- 


l< 4 


Id 


onship title, with Doug 
Lange of Kettering, Ohio, 
finishing as runner-up. 

In other RoboRally news 
at Origins, game creator 
Richard Garfield and Wiz¬ 
ards President and CEO 
Peter Adkison challenged this 
year’s World Championship 
team and members of next 
year’s World Championship 
lineup to a two-on-two-on- 
two team event. Stalker, hav¬ 
ing qualified for both the ’96 
and ’97 teams, opted to play 
on the ’96 team, allowing 
Lange to add friend Joe 


\ 

y 



Sundholm 

Wins the BattieTech Worlds 


^ r 


ore than one hundred Battie¬ 
Tech aficionados traveled to 
Columbus, Ohio, in mid-July to 
take part in the first annual BattieTech 
World Championships held during the 
Origins gaming convention. A total of 
sixty-two participants actually competed 
in the tournament, although six onsite 
Qualifiers (that averaged twenty-five 
players apiece) were held, awarding indi¬ 
vidual winners with free entrance into 
the World Championship tournament. 

The World Championship tournament 
consisted of seven rounds of Swiss-style 
pairings, the first three in Sealed Deck, 
the last four in Constructed. Following 
the seven rounds of Swiss, the Top 8 play¬ 
ers then competed in quarterfinal 
matches (using their Constructed decks) 
with the winners moving on. 

Players came from as far away as 
Lacey, Washington; Toronto, Canada; and 
Miami, Florida, but in the end it was 
Lacey’s Peter Sundholm using a Clan Wolf 
“Swarm” deck who walked away with the 
gold medal, $1,000, and a host of Battie¬ 
Tech products. His prize package 
included BattieTech starter decks, 
booster packs, three autographed cards. 


and an original art piece entitled “Zeus ” 
Terry Borer of Ontario, Canada finished 
second using a House Steiner “Hammer” 
deck. Borer’s prizes included a silver 
medal, $400, starter decks, booster 
packs, two autographed cards, and an 
original art piece entitled “Clint.” 

Rounding out the Top 8 were Shiu-Yik 
Au (third) of Ontario, Canada, who used a 
House Davion “Overwhelm” deck and who 
walked away with a bronze medal and 
$200; Rick Bird (fourth) of Canton, Ohio, 
who used a Clan Wolf “Superior Nav” 
deck, $200; Ralph Anderson (fifth) of New 
York, New York, using a House Davion 
“Temporary Cease Fire” deck, $50; Jim 
Keeley (sixth) of New York, New York, who 
used a Clan Wolf “Superior Nav” deck, 
$50; Mike Fitzgerald (seventh) of New 
York, New York, who used a House Davion 
“Temporary Cease Fire” deck, $50; and 
Barry Young (eighth) of Handonfield, New 
Jersey, who used a House Davion “Horde” 
deck, $50. A group dinner with game 
designer Richard Garfield was another 
prize each of the Top 8 finishers shared 
at Origins. —- Glenn Elliott and Dave Schwimmer 


* Shalosky (also of Columbus) to 
1 the ’97 team to participate in this 
| event. 

i At last year’s Dream Team 
| Challenge, Stalker faced both 
I Garfield and Adkison and 
though his team went up six 
flags to two in the eight-flag 
1 race. Wizards’ dynamic duo 
1 astounded the crowd and 
i defeated Stalker in an exciting 
i come-from-behind victory, thus 
j earning their nicknames Richard 
( “Lightning” Garfield and Peter 
“Thunder” Adkison. 

A two-level, ten-flag race was 
1 set up with Machine Shop and a 

I never-before-seen board in this 
unique three-team challenge in 
which either player can touch 
the flag. Other restrictions 
| included no communication 
| between players after they 
| received their program cards and 
a difficult turn restriction of just 
seventy-five seconds. 

The 1996 Worlds finalists 
quickly pulled ahead of the pack 
by four flags before either of the 
other teams could negotiate the 
first flag. By the eighth flag they 
were still up by four flags but, in 
a surprising draw of option cards, 
Garfield gathered Brakes while 
Adkison picked up Big Gun and 
Self-Destruct, all three critical 
options from last year’s victory. 

As Dodds headed toward the 
ninth flag, Adkison moved up 
within two and had to decide 
whether he would use the Self- 
Destruct. He decided against 
using the device, and shortly 
thereafter the 1996 World 
Champions defeated both the 
1997 World Championship team 
(six flags) and Wizards’ own 
Dream Team (five flags). 

As Garfield became “Static 
Electricity” and Adkison turned 
into “Distant Thunder,” they 
vowed revenge at next year’s 
RoboRally Dream Team 
Challenge. —Paul Randles 
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and blowing things up 
real good. 

BATTLETECH 1 TCG. 
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The Card 
that Never Made It 


Insider 

Trading 



by Mark Rosewater 


The Not-So-Calm 
Before the Storm 

ecause we got such a 
positive response from 
issue #18 s disclosure of 
the various changes 
Weatherlight cards went 
through in development, 1 
thought it would be fun to do 
the same thing with Tempest. 
Here goes.... 

■ PLAYTEST VERSION: 
Limited Options, 2 99, 
Enchantment, “When Lim¬ 
ited Options is brought into 
play and whenever you draw 
a card, discard down to two 
cards and skip your draw 
phase. Whenever you have 
less than two cards, draw 
until you have two cards. 
###: Discard a card." 

FINAL VERSION: 

Recycle, 999, Enchant¬ 
ment, “Skip your draw phase. 
Whenever you play a card, 
draw a card. During your dis¬ 
card phase, choose and dis¬ 
card all but two cards." 

This enchantment was very 


powerful in play testing. To 
balance it, we added two 
generic mana to its casting cost 
and removed the ability to dis¬ 
card cards for a cost, which 
makes it easier to get stuck with 
two unplayable cards. Also, to 
simplify the card, we changed 
the discard effect so it occurs 
only during the discard phase. 

■ PLAYTEST VERSION: 

Greatureball, X ♦, Sorcery, 
“Put a X/X green token 
creature into play.” 

FINAL VERSION: 

Krakilin, X 99, Summon 
Beast, 0/0, “Krakilin comes 
into play with X +1/+1 
counters on it. 

99: Regenerate Krakilin.” 

The original card was 
designed to give green its own 
version of Fireball. Unfortu¬ 
nately, it proved to give green a 
little too much power and flexi¬ 
bility. To weaken the card we 
added an extra green mana to 
the casting cost, which forced it 
into heavier green decks. Then, 
to make up for the extra mana, 
we added a regeneration abil¬ 
ity. Finally, the card was 
changed from a sorcery-created 
token to a creature with + 1A / 
counters to make it easier to 
remember the creature's size. 

■ PLAYTEST VERSION: 

Letter Bomb, 9, Artifact, 
“Comes into play tapped. <P, 
Sacrifice Letter Bomb: 


■ ■ HW1TW 


■ ■ turned in during 
design and development 
that somehow got lost in 
the shuffle. It still makes 
me laugh so I thought I'd 
share it with all of you. 


Shuffle Letter Bomb into 
target opponent’s library. 
While Letter Bomb is in that 
opponents library, that oppo¬ 
nent play's with his or her 
hand face up. Opponent may 
discard Letter Bomb to can¬ 
cel this effect. If opponent 
draws Letter Bomb, it deals 
10 damage to opponent." 

FINAL VERSION: 

Booby Trap, 6, Artifact, 
“When Booby Trap comes 
into play, name a card other 
rhan a basic land. Whenever 
taiget opponent draws any 
cards, he or she reveals those 
cards to all players. If any of 
those cards is the named 
card, sacrifice Booby Trap 
and it deals 10 damage to 
that player.” 

The original card was an 
innovative new concept; unfor¬ 
tunately, it created numerous 
problems. For one, just putting 
your card into an opponent's deck 
opened a can of worms in the 
rules department. What if your 
opponent is also playing with 
Islier Bomb, for example? How 


do you know that the drawn 
card is yours and not your 
opponent's? We thought about 
having the art sport a place for 
the owner to sign his or her 
name, but realised that it just 
didn't work. The revised version 
of the card tries to capture the 
flavor of the original but with a 
mechanic that is more manage¬ 
able. Also, the name was 
changed, as Rath doesn't have 
much of a postal system . 

■ PLAYTEST VERSION: 
Meld, 99 9 9, Sorcery, 
“Destroy two target creatures 
you control. Put a Mutation 
token into play whose power 
is equal to the combined 
power of the two destroyed 
creatures and whose tough¬ 
ness is equal to the combined 
toughness of the two 
destroyed creatures. Treat the 
Mutation token as a blue 
creature.” 

FINAL VERSION: 
Dracoplasm, 9 9, Summon 
Shapeshifter, */*, Flying, 
“When you play Dracoplasm, 
sacrifice any number of crea¬ 
tures. Dracoplasm comes into 
play with power equal to the 
total power of the sacrificed 
creatures and toughness equal 
to the total toughness of 
those creatures. 

9: Dracoplasm gets +1/+0 
until end of turn.” 

The early version of the card 
seemed fun but proved to be 
weak. To strengthen the card — 
and to spice up the flavor — 
we dropped the casting cost, 
allowed any number of crea¬ 
tures to be sacrificed, and 
decided to add a 'make your 
own dragon*flavor to the card 
Flying andfirebreathing were 
added to give the card that 
dragon touch . 


Tfi* rver-juarr and drbonair Mark Rourwatcr 
h never too buiy to write hit own author bio. 



FUNNIEST CARD NAMES 
IN TEMPEST DEVELOPMENT 

10. Staple Gun (Magnetic Web) 

9. Hot Potato (Jinxed Idol) 

8. Sheep World (Humility) 

7. Splat (Spontaneous Combustion) 

6. Sudden Death Overtime (Furnace of Rath) 
5. Mana Boy (Manakin) 

4. Enchanto Lad (Fugitive Druid) 

3. Slaughterville (Death Pits of Rath) 

2. Greased Weasel (Scragnoth) 

I. God’s Angry, But Picky (Winds of Rath) 
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And iinuw you re good, 


SO IS YOUR FATE. 


Introducing Magic: I he Gathering SpelL of the Ancient expansion set for the PC. 

Aloi e creatures. .More spells. -More ways to experience the thrill of .Magic. 


inu-nMi;, your Magic PC game, .lay with the neve exalted Se«k*l Deck Generator. Spelb of tin- Ancient., now bestows rare and powerful 
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Uncle Greven Wants You! 


by Ph i! Fog/lo 
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T| n 1997 Magic: The Gathering" World Championship Available this September 

I Kn COMMEMORATE THE STRATEGIES AND STRUGGLES OF THE MSRP $9 95 

u ar s premier event. Wizards of the Coast® 

separately, each deck comes with a sideboard and Customer Ser\ ice. (206) 624-0933 

WK ( ARDs FOR ADDING PROXIES. 

II 1111 DICKS THAT LIT UP THE COMPETITION- ASK YOUR REIAILER 

'Border the World Championship decks ioday. http://www.wizards.com 
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Meet spi 
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of the Coast® guests: 


game designer 


Plus Magic artists 
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Magic! Hie Game Show and Q&A session 
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Space is limited, and advance registration is advised. 
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Invitational 


For information and registration please call: 

+55 (0)11-242-8200 in Brazil 
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These are definitely not the usual suspects. 









































his issue s picks come from the center of the maelstrom sur¬ 
rounding the Tempest standalone expansion.We asked the R&D guys 
to peer into the eye of the storm for some combos that will blow your 
opponents away. 


Staunch Defenders and 
Capsize 

Add these two 
cards together 

and they equal WSHUV * 
lots of life for 
vou. Staunch % 
Defenders is a 
beefy 3/4 creature 
that gives you the 
gift of 4 life when it 
comes into play, all 
for 3 Capsize is a 
buyback version of that old 
standby, Boomerang. For 
14 4, you can return a tar¬ 
get permanent to its owner s 
hand. The kicker is you can 
buy back Capsize by paying 
an extra 3 when you cast it. 
So, use Defenders to block 
(or as a blocking threat), then 
Capsize them back to your 
hand and buy back the Cap¬ 
size. Recast the Defenders on 
your turn and gain 4 _ 

more life. 

Repeat the iYpj 

process as VuL 

often as your ^B ■ 

man a allows. 


Whim ofVolrath and any 
permanent color hoser 
(such as Chill or Light of Day) 

Here’s a great combo for 
multiplayer games. 

Whim ofVolrath 
is another buy- 

back card from K 
Tempest. For 4 Km 
(buyback 2), 
this instant 


creatures 


^ * 1 W destruction? 

# How about 
c>,^ p jm saving your 
:M creature and 
' m damagingyour 
opponent at the 
» SamC ^ me * Sting- 
* n g Licid is a 1/1 
dampest creature you 
can change into a creature 
enchantment that deals 2 \ 

damage to the enchanted crea¬ 
ture s controller whenever that 
creature becomes tapped by 
paying i 4 and tapping the 
Licid. So anytime the Stinging 
Licid is about to die (from an 
Incinerate or an attacking 
creature, for example), turn it 
into an enchantment and place 
it on one of your opponent s 
creatures before damage deal¬ 
ing. Now use your Puppet 
Strings to tap that creature— 
B the Stinging Licid will then 
K do 2 damage to your oppo¬ 
se nent. If you still have one 
blue mana, you can turn 
the Licid back 
into 

■iw ture and 

fe lw untap it on 
vour turn. 

Now it’s ready 
/ for action again. 


will change the text of a 
permanent by replacing all 
instances of one color word 
or basic land type with 
another until end of turn. 
Combine this temporary but 
reusable Mind Bend with 
Light of Day (a 3 * 
enchantment that reads 
“Black creatures cannot 
attack or block”) or Chill (a 
1 4 enchantment that makes 
all red spells cost an addi¬ 
tional 2) to shut down your 
opponents one by one on 
their turns. 


Stinging Licid 
and Puppet 
Strings 

Whats better than 
saving one of your 
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iVfithtr the Tempest storm. 


> Code C&jrto and Henry Stern 

faycit helps out a bruisin' 
bb?-Wadr discard deck. 
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(ERRATA 

fciperience the method behind 
Magic rulings. 


38 DCMWA CHRONICLES 


Explore the lethal landscape 
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48 TOURNAMENT NEWS 

Ciecb |akub Slemr wins the 
V Hagic Worlds; Canadians 
irn team crown; Justin Gary 
earns U.S. title; ESPN2 to air 
Worlds coverage in October. 
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The Canadian and U.S. 
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Warner apiece. 


Hart Tedin is a full-time 
***** at Wizards of the 
(east who’s contributed 
‘° *»*Hy every set of 
HagKiThe Gather- 
mg A graduate of Gon- 
taga University in 
Wane. Washington, he 
*• holds a Master’s 
•»> Fme Am from 
Washington University 
* St louts, Missouri. 
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Nature’s Revolt and two 
Helms of Possession 

Everyone loves lock 
combos (unless 
they’re on the 
receiving end) 
and this one is 
pretty nasty. 

While Nature s 
Revolt is in play, all 
lands become 2/2 
creatures. To start 
the hurlin’, sacrifice 
one of your land 
critters (or any creature you’re 
willing to part with) to Helm 
of Possession to steal one of 
your opponents lands.Then 
sacrifice that land to a second 
Helm to steal another land. 
Every turn, you can destroy 
one of your opponent’s lands 
and steal another. To maxi¬ 
mize the pain, block an attack 
with a stolen land, tap it to 
help pay the Helm s activation 




cost, 
and 
then 
sacrifice 
it to steal 
W another 
land (or a 
different 
attacker). Once 
your opponent 
has no land, the 
lock is in place, as 
you can steal every land as it 
comes into play. 

Aluren and Recycle 

w L(X)k Ma, an instant wee¬ 
nie horde!” This combo 
may take some time to 
set up 
because 
of the 
high 
casting 
costs, but 
it should 


reap immediate benefits, 
because your creature base can 
expand almost exponentially 
while it’s in play. Aluren, a 
green enchantment that costs 
2 enables any player to 
play creature cards as instants 
without paying their casting 
costs! The catch is Aluren only 
works on creatures with a cost 
of three or less. Although the 
power of Aluren is obvious in 
weenie decks, add Recycle (a 
4 ♦ ♦ enchantment that 
enables you to draw a card 

whenever you play a 
card), and 
your horde 


Intuition and Carrionette 

“Have I got a deal for you. I’ll 
give you three, count ‘em, 
three cards for the price of 
one. How, you ask? Let me 
tell you....” 

Intuition 
allows you to 
search vour 



U can go from 

wp jjrV 

zero to sixty' 


W in seconds. 


W See “Straight 

EL g 

f from the Start” 
p on page 48 for a 



Tempest deck 
* using this combo. 


Here are a couple of 
nasty Tempest tricks you 
can play on your oppo¬ 
nents, courtesy of those 
mischievous “Pucks” 
down in R&D. I wouldn't 
play these on your 
friends, though...if you 
still want to be friends 
after the duel. 

HERE SHE COMES 
AGAIN 

Attack with a Fallen 
Angel and sacrifice the 
rest of your creatures to 
her.Then, after the huge 
Angel punishes your 
opponent, cast Living 
Death to bring all your 
creatures back (Living 
Death is a black sorcery 


that places all creatures 
that were in the grave¬ 
yard back into play and 
all creatures that were in 
play into the graveyard). 
Don't forget to sacrifice 
your Angel to herself so 
that she comes back 
from the grave as well. If 
you're feeling especially 
cruel, use Phyrexian Fur¬ 
nace to get rid of your 
opponent's dead crea¬ 
tures so they don’t come 
back. 

FORCINGTHE ISSUE 
You've got two cards in 
your hand, one of which 
is a buyback spell, and a 
Cursed Scroll in play. 
Cursed Scroll enables 
you to name a card and 
have your opponent ran¬ 
domly select a card from 
your hand. If the card 
chosen is the one you 


named, you deal two 
damage to your oppo 
nent or a creature. It 
looks like it’s a 50/50 
shot, unless you cast your 
buyback spell first (pay 
ing for the buyback).This 
leaves only one card in 
your hand. Now activate 
the Scroll in response to 
casting the buyback and 
name the remaining 
card. Because the buy 
back has been cast but 
has not yet resolved it 
is not considered to 
be in your hand.The 
Cursed Scroll effect A 
will resolve before rjs 
the buyback, and ^ 
your opponent 
will be forced to 
choose the card you 
named and take the 
damage.The buyback 
spell will then resolve 
and return to your hand. 


%3§Ss, 


library 
for three cards. Of 
those, your opponent chooses 
one to pur into your hand and 
the rest go to your graveyard. 
Now, look what happens when 
the cards being discarded are 
more useful in your graveyard 
than in your hand. Car¬ 
rionette, a 1/1 black creature 
for 1 <S>, can destroy creatures 
from beyond the grave. If Car¬ 
rionette is in your graveyard, 
you can pay 2 & G and 
remove it from the game to 
remove a target creature from 
the game (if that creature s 
controller doesn’t pay 2 to 
counter the effect). So, if you 
use Intuition to fetch three 
Carrionettes, two of them go 
to the graveyard, where 

they’ll lie in wait 

for a chance 
to kill off 
your oppo¬ 
nents critters. 

In the mean¬ 
time, use the 
third Carrionette 
as a blocker, or 
pump him up with 
Bad Moon or Unholy 
Armor and attack. 
What a deal! 


"Picks & Tricks” was compiled by Will 
McDermott, with contributions from 
Merry Stem.Wil am Jockusch. Mike 
Elliott. and Mark Rosewater. 
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Deck Clinic 

by Charlie Catino and Henry Stern 

This month’s deck is a black and blue discard deck 
from A.J. Caron of Suco, Maine. If you’d like us to con¬ 
sider your deck for next issue’s “Deck Clinic,” just 
send a list of what’s in your deck along with a brief 
description of its ailment to: Deck Clinic, do The 
Duelist, P.O. Box 707, Renton,WA 98057, or to 
<duelist@wizards.com>. 


CHARLIE 

he deck has a good 
start with the combi¬ 
nation of nasty discard 
cards and counter¬ 
spelling ability, but can 
benefit from a few changes. 

The Mana Base. Decks 
are more reliable (able to play 
spells) with a high mana per¬ 
centage. The original deck 
has twenty-two mana sources 
in sixty-four cards. Yet it has 
a lot of three-mana cards 
needed by turn three (discard 
cards especially) and a large 
number of four-mana cards. 
The new deck will be more 
reliable with another three 
mana sources and a few less 
cards. Also, this deck will not 
have mana problems as often 
because most of the cards I 
removed (such as Rod of 
Ruin and Snake Basket) were 
replaced with cheaper cards. 

Next, I made sure you 
would get both black and 
blue mana more reliably 
early in the game by using 
lands that provide both black 
and blue mana. Discard and 
counterspell cards are essen¬ 
tial to this deck, so you want 
to be able to play spells early 
in the game. The new deck 
has thirteen ways to produce 
blue mana and fifteen ways 
to produce black mana 
(instead of eight and ten, 
respectively). 

Attack and Control. 

This type of deck works best 
as a quick attack deck that 


turns into a control deck, so 
all the cards in it should be 
either aggressive cards (like 
the Specter and Stupor) or 
control cards (like Counter¬ 
spell, Coercion, Capsize, and 
Disrupting Scepter). You 
don’t want any card in your 


deck that doesn’t do one of 
these two things. 

To gain late-game control, 
you need to force discards 
early on to get card advan¬ 
tage. The only real problem 
with discard spells is that 
sometimes your opponent 
manages to play many cards 
quickly and doesn’t have any 
cards in hand when you 
draw them. So I added 
“boomerang” cards like 
Man-o’-War, Undo, and 
Capsize that make your dis¬ 
cards better. Just imagine: 

“I’ll play Undo to return two 
creatures to your hand, play 


Coercion to get rid of one 
of them, and attack with my 
Abyssal Specter to get rid of 
the other.” 

You also need a fair 
amount of control in the 
middle of the game. There¬ 
fore, there is no room for 
life-gaining cards like Shel¬ 
tered Valley. Sheltered Val¬ 
ley also gets in the way by 
not providing colored mana 
and by limiting you to three 
lands. In addition, the slow 
“poking” damage (Rod of 
Ruin and Prodigal Sorcerer) 
is too slow and vulnerable to 
help you gain or maintain 
control and doesn’t give you 
early card advantage. I 
replaced these. 

With the poking damage 
gone, you need more ways to 


handle speed decks, espe¬ 
cially fast creature decks. 
This is why I added Diabolic 
Edict (especially good 
because it doesn’t target), 
Quicksand, and Man-o’- 
War. Also, Undo and Cap¬ 
size work well to slow down 
fast decks, giving you time to 
handle them. 

Sideboard. In building 
the sideboard for this deck, I 
kept in mind the three deck 
types that might give you the 
most trouble: control decks, 
weenie decks, and decks with 
protection from black crea¬ 
tures. The sideboard has 


cards like Binding Grasp, 
Knight of the Mists, and 
Perish to handle creatures 
with protection from black. 
The Knights and Perish, 
along with Evincars Justice, 
also help you disable weenie 
decks. To better handle con¬ 
trol decks, the sideboard has 
more counterspells, as well as 
cards that repeatedly make 
your opponent discard, like 
Odylic Wraith and Disrupt¬ 
ing Scepter. I then filled out 
the rest of the sideboard with 
Hydroblasts. 

HENRY 

lue-black has always 
been one of my 
favorite color combi¬ 
nations. Black has 
some of the best crea¬ 
tures and effective spells for 
early game disruption, while 
blue offers excellent control 
cards. The black element of 
the deck helps you get ahead 
and the blue element makes 
sure you stay there. 

Creatures Versus Spells. 
How many creatures should 
an attacking deck have? 

What about a controlling 
deck? Clearly, the more 
defensive the deck, the fewer 
creatures it needs. Similarly, 
an offensive deck should 
contain plenty of creatures. 
For example, this years run¬ 
ner-up at the World Cham¬ 
pionships, Janosch Kuhn, 
had only eight creatures in 
his deck, while World 
Champion Jakub Slemr had 
twenty-five. Kuhns deck was 
a slow, defensive red-white- 
blue deck while Slemr had a 
fast, mostly black attacking 
deck. 

In its original form, this 
month s deck has only twelve 
creatures, even though it’s an 
aggressive deck. This num¬ 
ber might be fine if the deck 
was more defensive, but 
most of the spells are offen¬ 
sive or disruptive. To main- 
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tain the aggressive nature of 
the deck, I increased the 
number of creatures to eigh¬ 
teen. I kept Abyssal Specter 
andNekrataal (both out¬ 
standing creatures) and two 
of the sorcerers (although 
the)’were swapped for the 
harder-to-kill Suq’Ata Fire- 
walkers). I added three 
Knights of Stromgald (one of 
the best two-cost creatures in 
the game), four Man-o-Wars 
(which are great at putting 
wur opponent off-stride), 
two Ophidians (play their 
“saboteur" ability whenever 
possible), and one Necrosa- 
vant (to give slower decks 
fits). 

To increase the creature 
base l had to remove many 
spells. Betrayal is a sealed- 
deck card, at best, and was an 
easy choice to pull. Drain 
Life, while excellent in a 
mono-black deck (especially 
one that uses Necropotence), 
really doesn’t work well in a 
two-color deck. The four 
Dark Banishings compete 
with the Nekrataals and 
become dead cards in your 
hand if you’re playing 
another black deck or a white 
deck with a lot of creatures 
with protection from black. 1 
removed two of these and 
replaced the other two with 
the Tempest card Diabolic 
Edict, which doesn’t suffer 
hum the targeting drawback. 

Although I like Snake 
Basket and left one in the 
deck, 1 removed the other 
artifacts. Rod of Ruin is sim¬ 
ply too expensive for con- 
structcd-deck play and 
Pauper s Cage is only good 
when using a lot of discard 
spells. The discarding ele¬ 
ment in this deck is just there 
to disrupt opponents early in 
the game; you shouldn’t 
ex P cc t to keep them low on 
cards for long. 

Finally, I broadened the 
"1*11 base for versatility. I left 



in two Coercions, but 
replaced the Stupors with the 
Tempest cards Abandon 
Hope and Lobotomy. Aban¬ 
don Hope is very effective, 
especially if you have an 
advantage on the table, 
and Lobotomy can crip¬ 
ple decks that rely on a 
combo or one particular 
card, such as Wrath of 
God. 1 also added Capsize 
(an excellent, flexible buy¬ 
back card from Tempest that 
you can use to boomerang 
one of your opponent’s 
annoying permanents or save 
one of your own), Impulse, 
and Dismiss (the new cantrip 
counterspell from Tempest). 

Fixing the Mana Base. 
With so many spells in the 
deck that cost four or more 
mana to cast, twenty-two 
mana sources is not enough. 
My deck uses twenty-five and 
takes advantage of the good 
multilands in Tempest. While 
the original deck has only ten 
black and eight blue mana 
sources, my revised deck has 
fifteen of each. That should 
definitely help prevent the 
deck from being color-hosed 
in the early game. I also 
added four Quicksands, 
which is perhaps the best col¬ 
orless land in the current 
Standard environment. 

While I am a big fan of 
Thawing Glaciers, the intro¬ 
duction of Tempest makes it 
unusable in Standard decks 
(they are still legal in . 

Extended), so it was 
removed. Finally, Undis¬ 
covered Paradise is useful 
against Winter Orb and 
the two Dark Rituals should ^ 
help the deck get off to a 
quicker start. 

Sideboard. The sideboard 
features a number of spells 
that are good against various 
colors: Chill for red, Perish 
for green, and Dread of Night 
for white. Whim of Volrath 
can be used against your 


CNTaKLIE’S 
DESK 

CREATURES (I t) 

4 Abyssal Specter 
4 Man-o’-War 

3 Nekrataal 

SPELLS (24) 

2 Capsize 
k ‘ 2 Coercion 

K* 4 Counterspel! 

fL 3 Diabolic Edict 

2 Drain Life 

I Dregs of Sorrow 

1 Mind Warp 

2 Power Sink 

4 Stupor 

1 Terror 

2 Undo 

ARTIFACTS (I) 

1 Disrupting Scepter 

MANA SOURCES (25) 

2 Bad River 

2 Dark Ritual 

4 Island 

4 Quicksand 

2 Rootwater Depths 

6 Swamp 

4 Underground River 

I Undiscovered Paradise 

SIDEBOARD (15) 

1 Binding Grasp 
' I Disrupting Scepter 

2 Dissipate 
I Evincar’s Justice 

i 2 Hydroblast 

1 ’ 3 Knight of the.Mists 

3 Odylic Wraith 

| Perish 

| Power Sink 


opponent’s color-hosing side¬ 
board cards. Choking Sands 
is for any deck that relies on a 
specific nonbasic land, such as 
Lotus Vale or Quicksand. 
Finally, use Mana Severance 
against any opponent that 


DECK < 

CREATURES (18) 

2 Abyssal Specter 

4 Knight of Stromgald V 

4 Man-o’-War 

1 Necrosavant 

3 Nekrataal 

2 Ophidian 

2 Suq’Ata Firewalker £• 

SPELLS(15) 

1 4 Abandon Hope 

1 Capsize 

2 Coercion 

4 Counterspell 

2 Diabolic Edict 

2 Dismiss 

2 Impulse 

1 Lobotomy 

IFACTS,(2) 

Puppet Strings 
Snake Basket 

MANA SOURCES (25) 

Dark Ritual 
Island 
Quicksand 

^ Reflecting Pool 

2 Rootwater Depths 

4 Swamp 

4 Underground River 

,2 Undiscovered Paradise 

SIDEBOARD (15) 

3 Chill 

4 ' Choking Sands 

2 Dread of Night 

1 Mana Severance 

3 Perish 

2 Whim of Volrath ft 


doesn’t use global land 
destruction spells such as 
Armageddon or Jokulhaups. 

Charlie and Henry can usually be found 
on the sofa watching Xena: Warrior 
Princess on Saturday afternoons. 
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Kurfurstliches Schloss 


December 5, 6 & 7 


The Gathering 


The Magic: The Gathering 3 Pro Tour circuit 
brings its unique brand of excitement to 
Germany. The top Magic players in the world 
will vie for $150,000 in a Limited format, 
Tempest ' Rochester Draft. 

CO ; You’ll find hundreds of tournaments 
Z z open to the public, including Mirage v , 
q] ^ Visions ’", Weathertight"', Tempest, and 
O lli : non-English-language Limited events. 

Meet Wizards of the Coast game designers 
and Magic artists Randy Gallegos, Adam Rex, 
Brian Sndddy, and Nicola Leonard. 

You can still qualify to piny in this premier 
Magic event. Look for Qualifier tournament 
information at <http://www.wizards.com>, or 
call your local customer service number. 

Wizards of the Coast Customer Service: 

IJK: +44 (0) 395-125599 
France: +33-1-43-96-35-65 
Rest of Europe: +32-14-44-30-44 
IJ.S., Canada, and other locations: 
+1-206-624-0933 


C Magic: The Gathering M W&ilhellnM. 

mpest and Magic: Thu Gaihihmi; H' In 1 " + ' 1 

Wizards of the Const. Inc. 1'I97 Wi/aids ot Hie Coast, tin 












compiled by Tom Wylie 


Magic Rulings & Errata 



DECIDING ON THE RULES 

O ne hears some weird theories about how new rules and rulings are created 
around here: specially commissioned magic eight balls; darts thrown at Ouija 
boards; giant spinning wheels with no vowels on them. The list goes on, but 
what few people guess is that one of the wilder theories is true. There is 
actually a process by which questions are collected, rulings are made, and the 
results are reviewed by those in the know. Shocking, I know, but sometimes truth 
really is stranger than fiction. In an effort to quell some of the unsubstantiated 
rumors about rulings, let’s take a look at how the process works. 

The majority of input into the Rules team release system consists of questions 
from the field, which should be fairly obvious, as new rulings tend to be most con¬ 
cerned with recent threads from mailing lists and newsgroups. These questions are 
generally forwarded to us by netreps, though some find their way to us via Customer 
Service (or through the DCI, due to nasty incidents at tournaments). Many of these 
questions have answers that are easily derived from precedents and are simply 
answered as they come in. The others percolate down into The List. 

But not all questions come in from the field; others are generated internally. 
Maybe it occurs to someone that two rules are inconsistent in some way, or that 
they could be collapsed into a more generalized meta-rule. Maybe a question comes 
up during playtesting that doesn’t have an answer. Maybe I’m writing a timing arti¬ 
cle, and decide that I feel like an idiot trying to explain something and want to 
change it. Questions from these kinds of sources are where most of the surprise 
rulings and reversals come from, as they generally don’t involve a crisis situation. 

Once a month, the Rules team meets to consider questions that have accumu¬ 
lated on The List since its last meeting. Questions on The List typically have been 
discussed around the office prior to 
the meeting and have fairly simple 
answers that just didn’t happen 
to exist before. But occasion¬ 
ally a question exposes a 
serious flaw in what has 
come before. Maybe there’s 
a contradiction that can’t 
be easily resolved, or maybe 
the “correct” answer based 
on existing rulings is hope¬ 
lessly arcane, complex, or 
counterintuitive. These situa¬ 
tions are where most of the 
reversals come from: rather than 
forcing everyone to live through an 
ugly rules situation, we decide to ju 
go in and fix the root problem. 

Once the answers to the questions 
have been sorted out and written 
down, they are sent out for review, both 
within the company and through 
netreps. This review process usually 
serves to correct any obvious errors 
(such as my brain’s irritating habit of 
inserting or deleting the word “not” at 
random), but from time to time someone will 
point out how crazy one of the rulings is, giving 
us a chance to patch it up before it goes out to 
the real world. — T.W. 


A SUMMARY OF 
RECENT, SIGNIFICANT 
RULINGS 


The following rulings are meant to clarify the 
rulebook, and how the game works in general. 


just 


I) If I play a forest while Living Lands and £ther 
Flash are in play, will Either Flash trigger and 
deal 2 damage to the forest? 

No. A permanent comes into play without the 
effects of continuous abilities that will apply 
to it once it’s in play. Therefore, triggered abil¬ 
ities that check against a permanent coming 
into play ignore continuous abilities that will 
modify it once its in play. In this example, the 
fact that Living Lands turns forests into crea¬ 
tures once they’re in play doesn’t mean that 
forest will trigger abilities that look for crea¬ 
tures coming into play, such as iTther Flash’s. 

However, abilities that trigger when some¬ 
thing enters play will take into account any 
abilities or effects that modify specifically how 
something comes into play. For example, 
Kismet causes permanents to come into play 
tapped, so those permanents would trigger a 
hypothetical “Whenever a tapped permanent 
comes into play ” ability: As another example, if 
a card similar to Living Lands existed that 
read, “All forests come into play as 1/1 crea¬ 
tures,” it would cause forests to trigger dither 
Flash’s ability. Copy cards also fall into this 
category, because they r come into play r as 
whatever they copy (rather than copy¬ 
ing once they are actually in play), so 
abilities trigger on the characteristics 
of what’s being copied, not the origi¬ 
nal characteristics of the copy card. 

All of the above applies equally 
to tokens coming into play. 


2) If an effect is repetitive, like Mana 
Clash’s or Forbidden Ritual’s, does 
the entire process occur as a single 
event, or is each iteration separate 


from the others? 


The resolution of an effect is divide* 
up into events based solely on the 
presence or absence of the word 
“then, f hus, whether or not each 
iteration is its own event depends on 
whether “then” is used. 


3) So I know that the delay for triggered 
abilities has been all but removed; for 
example, these abilities would now be 
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played during the declare blockers step, 
rather than having to wait until after¬ 
wards. Does this change apply to damage 
prevention as well? And what about “rules- 
triggered effects/* like burying an enchant¬ 
ment whose target becomes illegal? 

After each event, rules-triggered effects 
are played if necessary, then a series of 
triggered abilities is played if appropriate, 
then damage prevention occurs if approri- 
ate. None of these wait until some later 
time. Thus, these can each occur more 
than once during an effect’s resolution, 
they wouldn’t wait until the declare 
blockers step was complete, and so on. 



4) What does “rules-triggered effect** mean? 
The term refers to the various rules 
that act like triggered abilities in 
that they wait for a situa¬ 
tion to occur and then 
kick in. For exam¬ 
ple, enchantments 
bury themselves if 
their target becomes 
illegal. Other rules- 
triggered effects include checking lethal 
damage when a creature’s toughness 
drops; burying duplicate legends; and 
burying existing enchant worlds. 

Rules-triggered effects check after 
every event to see whether they apply at 
the moment. Unlike triggered abilities, 
the>' don’t care what happened during an 
event, just what the game state is once the 
event is complete. For example, if a crea¬ 
tures toughness drops to 0 during an 
event, but goes back above 0 later on dur¬ 
ing the same event, it won’t be destroyed 
by lethal damage (unless, of course, it had 
sufficient damage already). All rules-trig¬ 
gered effects resolve at once, rather than 
being played in a series; resolving them is 
an event, which can be preceded by 
replacement abilities, followed by trig¬ 
gered abilities, and so on. 


5) Since the delay for playing triggered abili¬ 
ties has been eliminated, what happens 
when I declare one group of blockers, 
triggering some abilities, and I want to 
declare another group later on? Are the 
triggered abilities played in between? 

In the past, they would have been played 
in between the declarations, and how 
‘attacks but isn’t blocked” triggers should 
have been handled was unclear. But in an 
attempt to simplify, we’ve streamlined the 
declare attackers and declare blockers steps. 

Now, each of these two steps consists 


of a series of spells and abili¬ 
ties that can be played at that 
time, followed by declaring all 
attackers or blockers at once , 
followed by another series of spells 
and abilities that can be played at that 
time. Thus, declaring all attackers and 
declaring all blockers are each single 
events that will trigger abilities that trig¬ 
ger when a creature attacks (or doesn’t 
attack), blocks (or doesn’t block), or is 
blocked (or isn’t blocked). 

Streamlining these steps simplifies 
other rules pertaining to declaring attack¬ 
ers and blockers. For example, it should 
now be obvious that any declaration of 
attackers or blockers must consist of an 
entirely legal attack or defense, as 
opposed to the player being trusted to 
flesh out the attack or defense later on. 
Also, all banding decisions are simply 
made when attackers are declared—they 
don’t need to wait until a later time. 

6) If I control two Ekundu Cydopses, each 
enchanted with Erranty, is it legal to 
attack with either? 

Part of determining whether an attack 
declaration is legal involves checking on 
the creatures that are required to attack 
but that weren’t declared as attackers. If 
any subset of those creatures could have 
also legally attacked, then the attack dec¬ 
laration is illegal. In this example, attack¬ 
ing with either Ekundu Cyclops is legal, 
since adding the other Cyclops to that 
attack would be illegal because of 
Errantry. 

Note that it’s not strictly necessary to 
include as many creatures required to 
attack as possible before declaring other 
attackers. For example, if you control one 
creature enchanted with Errantry and mo 
Juggernauts, you can attack with just the 
creature enchanted with Errantry, leaving 
the Juggernauts at home. As another 
example, if your Orcish Conscripts is 
required to attack, you aren’t flatly 
required to attack with it and at least two 
other creatures, but if you do attack with 
at least two other creatures, the Con¬ 
scripts also attack if able. 

7) The effect of Phantasmal Mount’s ability 
includes, “If either Phantasmal Mount or 
the target creature leaves play this turn, 
bury the other.*’ If the Mount leaves play 
before the effect resolves, is the targeted 
creature buried? 

No. Previously it was ruled that if part of 



an effect triggered on a certain 
condition, and that condition 
had been met between the time 
the ability was played and the time 
its effect resolved, then that part of the 
ability triggered immediately. This rule 
has been eliminated. Triggered portions of 
an effect won’t start checking on their 
trigger condition until that event of the 
effect has resolved. In this example, if the 
Phantasmal Mount leaves play before the 
effect resolves, the targeted creature won’t 
be buried as a result, because the trigger 
condition was met prior to resolution. 

This also holds true in cases where an 
effect only lasts as long as one or more 
conditions are true. The current ruling is 
that the relevant portion of the effect 
never begins if the “as long as” condition 
is no longer true. For example, Seasinger s 
ability reads, “Gain control of target crea¬ 
ture [...] as long as you control Seasinger 
and Seasinger remains tapped.” If at the 
time the effect resolves you don’t control 
Seasinger and/or if it is untapped, you 
never gain control of the creature at all, 
whereas before you would’ve gained con¬ 
trol of it briefly and then handed it right 
back. 

The same principle applies to effects 
that last only as long as one or more con¬ 
ditions are false. 

8) Abeyance prevents 
instants (among 
others) from 
being played. 

Does this mean i 
can’t play Armor of 
Thorns as an instant? 

No. The fact that Abeyance prevents 
instants from being played means that it 
prevents spells and abilities of type 
“instant” from being played, regardless of 
how they’re played. For example, an effect 
that prohibits instants prohibits Healing 
Salve (type instant) even though it is 
played as damage prevention, but would 
not prohibit Armor of Thorns (enchant¬ 
ment) or Hydroblast (interrupt) even 
when played as instants. This principle 
extends to the various other types of spells 
and abilities. For example, an effect that 
prohibited enchantments would stop you 
from playing Armor of'Thoms, even if 
you wanted to play it as an instant. 

Note that phase abilities and phase 
costs are distinct types of abilities—they 
don’t count as type “instant,” though they 
are played as instants. 
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D>ominian Chronicles 




^4 Dark Corner of the A/lulttverse 
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R ath has remained hidden in a 
small pocket plane attached to 
Dominaria, like a moon hidden 
in the shadow of a planet, and 
not a single planeswalker has 
ever discovered it. The plane 
is only a few thousand 
years old, but to escape 
the gaze of planeswalkers 
for so long takes incredi¬ 
ble luck or incredible 
genius. In Raths case, it’s 
the latter. 

The plane of Rath has 
been overseen since its 
creation by a series of 
evincars (lieutenants of 
the Lord of the Wastes) 
who have literally grown 
the plane from scratch. 

Though this has been 
achieved with a massive 
refinery (which doubles 
as the overseers strong¬ 
hold), the basic question 
remains: what do you 
“grow” a plane from? Only recently iden¬ 
tified, the answer lies in an element that 
is pliable, adaptable, tough as rock, and 
obedient, to boot—flowstone. 

Watch Out! Smart Dirt! 

Flowstone appears to be ordinary sand¬ 
stone, but watch it long enough and 
you’ll actually see it move. If you’re lucky, 
it will just slide on by like molten lava. 

If you’re out of favor with the evincar, 
however, the flowstone might attack 
you, changing its form into a crushing 
solid wave, or a misshapen parody of a 
dangerous creature.. .whatever it takes 
to kill you. 

You see, the evincar does more than 
rule this plane, he literally controls it. 

The flowstone begins its “fife” in the 
evincars refinery. After an unknown 
process, the new flowstone is carried to 
the surface where it is spat out onto 
wide plains already covered in the stuff. 
The plains of flowstone shift and spread 


outwards from the refinery (or the “hub” 
as it is known) across the entire surface 
of Rath, inexorably growing until the 
day that Rath is fully formed. On the far 
side of Rath, the leading edges of the 
flowstone push against the dimensional 


There is a place where the land 
and sky have murderous inten¬ 
tions and the shadows hide in 
fear. It is a world conceived by 
evil and designed as the ultimate 
I ie.... 


It is Rath. 


barrier that forms the boundaries of this 
pocket plane. 

The Big Bad Sky 

A dimensional barrier envelops the 
entirety of Rath, hanging about a thou¬ 
sand feet above the world’s scarred sur¬ 
face. The barrier appears as a roiling sky 
of crackling energy that dwarfs any mun¬ 
dane thunderstorm. Creatures or crafts 
that venture too high into this “skv” are 
violently ripped apart or drawn into the 
barrier and cast out into the world of 
shadows. Be warned: the barrier is unsta¬ 
ble, and can drop from its usual height 
all the way down to ground level. This 
sudden instability creates an energy 
release that opens portals to Dominaria 
that drag people, plants, and buildings 
from Dominaria into Rath. Those fortu¬ 
nate enough to escape the pull of this 
deadly phenomenon tell horror stories 
about their brief glimpse of the hellish 
landscape for the rest of their lives. 


Good (and Bad) Things 
Come in Threes 

Most people pulled into Rath don’t fare 
well, ending up butchered by flowstone, 
eaten by the evincar s creatures, or used 
in his experiments. The “experiments” 
are often the 
worst of these dire 
options, as they 
can take years and 
often involve the 
manipulation of 
whole generations 
of victims. 

Three races in 
particular have 
suffered this fate: 
the Kor, the Vec, 
and the Dal. They 
are all unwitting 
subjects for the 
evincars experi¬ 
ments. The three 
races are physi¬ 
cally different, but 
share a common 
culture that has formed in the centuries 
they have been exiled in Rath. Each race 
is primarily nomadic (especially the 
Kor), but the Dal also attempt to main¬ 
tain towns. These settlements are usually 
destroyed by flowstone shifts or more 
direct attacks. 

Each of the races is divided by their 
allegiances. The en still struggle to survive 
on their own, fighting the predations of 
Rath and its ruler, building toward a day 
when they can either escape or at least 
die by avenging themselves upon the 
evincar. The //, on the other hand, are 
those that have succumbed to the evincar 
and have willingly accepted servitude for 
the comforts that siding with a world’s 
leader can afford. They are considered 
outcasts and traitors by the en, as are any 
children they bear. This hereditary brand¬ 
ing of the il has resulted in the traitors 
actually growing proportionally in num¬ 
ber, as their mortality rate is far lower 
than the en who still resist the evincar. 
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En and //identify themselves by using 
the respective designation in their nam¬ 
ing traditions. For instance, Greven is 
Greven /7-Vec, Vhati is Vhati //-Dal. 
Others have given up their names for 
honorary titles, like the Oracle who is 
simply known as Oracle en-Ve c. 

However, these races are the lucky 
ones. 

The Soltari, Thalakos, and Dauthi 
were races at war centuries ago on 
Dominaria—actually, it was the Soltari 
and Dauthi who were at war; the Tha¬ 
lakos were simply caught in the middle. 
During a climactic battle a portal 
opened and scooped nearly all of the 
three races into Rath. Such a massive 
portal was unstable, unfortunately, and 
the three races found themselves not in 
Rath, but in a shadowy non-corporeal 
realm between the two planes. These 
dime races can see into Rath (and occa¬ 
sionally Dominaria) but cannot interact 
with it. They are trapped in a protoplas¬ 
mic state, never aging, with only their 
enemies for company. 

In modern-day Rath, the Dauthi are 
insane and the Thalakos are starting the 
same slide, so only the Soltari have 
retained any measure of civilization. 

This they have achieved with strong 
oral traditions and a priesthood that 
propagates an unerring belief in a way 
back to the real world. This belief has 
given a few Soltari the power to step 
back into the real world, if only for a 
short time. Typically, these Soltari 
become esteemed emissaries, pivotal in 
attempting to contact other races who 
might be able to help them escape the 
maze of shadows that is their current 
existence. 

In modern-day Dominaria, only 
the Dauthi are still known to exist 
(Shadow Rider from Weather light being 
one such example). 

Only two other trapped races have 
survived centuries of Rath, and that is 
because they refused to leave their home 
behind. 

Skyshroud 

Forest/Rootwater 

The elves of Skyshroud were once very 
peaceable beings, intent on living only 
the simplest and most placid of lives 
upon a floating construct in one of 
Dominaria s expansive oceans. The elves 



Welcome back to the official Continuity 
department answers column. If you 
have any questions about ancient or 
recent history in Dominaria, please 
email them to <duelist@wizards.com> 
with “Continuity FAQ” in the subject 
line; well pick a selection of the most 
common questions (and the occasional 
oddity) to answer. Unfortunately, we 
cannot respond directly due to time 
restrictions, so keep your fingers 
crossed and one eye on this space and 
you just might see your question 
answered. 


coexisted with a group of merfolk, and 
the two races existed as one nation for 
many years, sharing their skills and 
resources to improve their mutual lot. 

But Rath had other ideas. The portal 
that dragged them to Rath snatched a 
massive bod}' of water along with it. 

The transition between worlds was 
almost immediate, and it took the elves 
a few days before they began to suspect 
that the weird storm above them was far 
more than a localized magical battle. 

Though large, the body of water was 
not sufficient for the needs of both the 
merfolk and the elves. Their alliance 
drifted apart as the food dwindled, and 
their partnership ended abruptly in a 
bloody battle. The elves realized they 
were at a disadvantage to the merfolk, 
and so decided to build a new home via 
magical means. In a matter of months a 
new forest had grown; at its base, the 
roots of the trees tangled into an 
almost-solid floor of plant life, and this 
strange edifice floated upon the water. 

Over the centuries, the merfolk have 
become savage carnivores (with the help 
of some judicious generic alteration by 
the evincars) and the forest has grown 
to enormous proportions. The roots 
have created a labyrinth beneath the 
water, choking the home of the merfolk. 
The merfolk curse the elves and their 
new home, named Rootwater. Above, 
the forest canopy has thickened so that 
barely any light reaches the depths of 
the forest. This suits the elves, who do 
not want to be reminded of the horrors 
of this world, and they have named 
their new home Skyshroud Forest. 

Coming Up 

Rath is growing, but into what? You 
don’t just build a plane because you’re 
short on real estate. There has to be 
some grand scheme behind all this 
work. Whatever that purpose is has 
to remain a secret.. .for now. 

Next issue, weTl explore more of 
Rath, and possibly take a look at the 
Moggs, the foulest goblins yet.. .and 
from the species that brought you 
the goblin polka band, that’s saying 
something! 

Many thanks to the titanic efforts of the Creative 
t eam \ especially Mark Tedin, Anthony Wafers, and 
Anson Maddocks, who each take such glee in 
improving each others twisted ideas. 


When do the different 
sets fall in the timeline 
of Dominaria? 

In chronological order: Antiquities 
takes place roughly 4,200 years ago; 
Fallen Empires and The Dark about 
4,000 years ago; the Ice Age begins in 
earnest 3,700 years ago; Alliances 
occurs about 1,400 years ago; Home - 
lands happens fifty years ago; and 
Mirage t Visions, and Weatherlight take 
place in recent years. Fifth (and earlier) 
Editions , Arabian Nights , and Legends 
all take place throughout the last four 
thousand years and have no given time 
period assigned to them. 

Where do the different 
sets take place? 

Antiquities, ice Age , Alliances , and most 
of The Dark take place on the conti¬ 
nent of Terisiare; Fallen Empires takes 
place on the continent of Sarpadia, a 
few thousand miles south of Terisiare; 
Mirage and Visions take place on the 
northwest edge of the tropical super¬ 
continent of Jamura a; Arabian Nights 
originates from the nearby plane of 
Rabiah, but has a huge influence on 
Dominaria due to several gates linking 
the worlds; Homelands takes place on 
the distant plane of Ulgrotha; the 
characters and spells from Legends 
come from all over Dominia; and 
Weatherlight is a journey exploring 
many of the familiar sites of the plane 
of Dominaria. —P.V. 
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ADO'D+Descenr 

ah wamBie csmbdiatim 

The AD&D game's most famous world, the FORGOTTEN REALMS 
setting, is now powered hy the award-winning Descent engine. 



Introducing Dhscent to Undermountain, the most 
RtyoiJUTIONAKY new AIM'D FORGOTTEN REALMS 
COMF1 TER GAME EVER. BASED ON AN ENHANCED, SVGA 
VERSION OF THE AWARD-WINNING DESCENT ENGINE, YOU 
ARE CHALLENGED TO BUILD AN AUTHENTIC AIM'D CHARACTER 
AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING 
DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 

Waterditp. Here you wiij. encounter an incredible 

360° WORLD FILLED WITH SHADOWY HALLS, ANCIENT 
CRYPTS AND ABANDONED TEMPLES —NOT TO MENTION A 
TERRIFYING ASSORTMENT OP CREATURES WHO CALL 

Undermountajn their home. Solve the riddle of 
l ’ndermountai.n and you will certainly amass a pile of 
gold. Fail and you will become a mere pile of bones. 




Either way, you're going down like never before. 


























I:\perience more than 25 different levels that come 
hive in full 31) 360' detail, from a dwarven temple 
to an ancient Egyptian crypt. 




Build your character using true AD&D role-playing 
ements — 6 different races and single or multi-classed 
"lions. Your choice of character class leads to unique 
abilities and will also affect the way the game plays — 
it you choose a thief character you can climh walls! 




Battle more than 50 different 31) monsters — 
skeletons, mummies, giant insects and more... 


Seek out and utilize more then 160 magical items am: 
40 different spells, including the powerful magic missile 
that homes in on its targets and the fireball that engulfs 
it? target in a shroud of flames! 


www.interplay.com 



Coming this November 

r>ioq- h t em i a y ProductJOTS Ail rights re<*rv«!. Descent “1997 Parate* Software A" nrjhts reserve. Descent to Underrrxjntar is a tradenrk of TSR Inc. 
Forgtften Mns. Advanced Dungeons & Dragons. AD&D ana the TSR togo -r? ne J^artscnSR.jnc. Interplay s file iRtarp fay Pm dMdiOBS. 


Al rights r***vBd. All other t^lenarks and copyrights are the property of tfeeir respective owners. 






























Tournament News 




Czech Jakub 
Slemr Wins 
World Title 


T he fourth Magic: The Gathering 
World Championship tournament 
in August set a new benchmark for 
intellectual competition. The event 
took place in Wizards of the 
Coasts new Game Center in Seattle’s 
University District, a site specifically 
designed for serious gaming. The com¬ 
petition demonstrated how engaging and 
exciting a game tournament can be when 
the venue, the players, and the game 
itself interact in perfect harmony. 

A total of 153 competitors from 
thirty-five different countries came to 
Seattle to compete as individuals for a 
$200,000 purse. Most also competed 
in the Team competition, where the 
Top 4 competitors from each country’s 
National Championship came to secure 
some national pride (and a share of the 
$50,000 Team purse). 

The worldwide field was compli¬ 
mented by the tournament s rotating for¬ 
mat, calling upon players to duel their 
way through seven grueling Swiss rounds 
each day for three days straight, with a 
different deck type required for each 
days competition. In addition to the 
familiar Rochester Draft and Standard 
formats from Days 1 and 2, players got 
their first taste of world-class competi¬ 
tion in a new format: Extended Con¬ 
structed. 

Despite the incredible performance of 
America’s Donald Gallitz and Canada’s 
Jeff Donais on the first two days, no one 
player was able to effectively dominate 
the tournament from one day or one for¬ 
mat to another. Although the Canadians 
tar outdistanced their nearest rival 
(Sweden) in the Team rankings and 
eventually won the Team Championship, 
success was spread fairly evenly among 
all participants, regardless of nationality. 
Six separate countries were represented 
in the quarterfinals. With virtually every 
local news organization and the cable 
sports giant ESPN2 on hand to track the 



action, the international top guns dis¬ 
played an inspiring level of sportsman¬ 
ship and focused game play. In the end, 
20-year-old Czech superstar Jakub 
Slemr comfortably defeated all his oppo¬ 
nents 3-1 in each match to claim the 
$34,000 first-place prize money, the tro¬ 
phy, and the title of 1997 Magic World 
Champion. 

For complete results, including top 
decklists from each day of competition at 
the ’97 Magic World Championships, 
see The Duelist Sideboard #8. 

—Scott McGough 


U.S. Nationals: New Faces 
Prevail, New Team Emerges 



hile Team USA prepared to 
defend its title at this year’s 
Magic World Championships, it 
did so with a whole new lineup. 
None of the four U.S. participants from 
last year’s squad scored high enough this 
time around to lead Team USA back to 
the promised land. Instead, four relative 
newcomers to the cir¬ 
cuit earned the right to 
defend Old Glory’s 
honor: 17-year-old 
Justin Gary (cham¬ 
pion) of North Miami 
Beach, Florida; 20- 
year-old Kyle Bigos 
(finalist) of Tallahas¬ 
see, Florida; Bob 
Maher Jr., 19, of 
Madison, Wisconsin; 
and Jeff Butz, 29, of 
Opileka, Alabama. 


A total of 135 Magic players from 
across the land converged on the Colum¬ 
bus Convention Center in Ohio from 
July 18-20 to battle in a combination 
Rochester Draft/Standard tournament 
sporting six rounds of both formats. 
Each participant qualified by either plac¬ 
ing in the Top 8 of a Regional Qualifier, 
by virtue of his or her high individual 
ranking in the DCI’s database, or by 
placing in the Top 2 of the four U.S. 
National Qualifiers held on July 17. 

Only this time around, players were 
competing for distinction in lieu of prize 
money. The U.S. Nationals, unlike 
Magic Pro Tour events that culminate 
with the annual World Championships, 
does not reward its top finishers with 
money. Instead, it compensates them 
with opportunity 
“As a professional Magic player, I’d 
always say yes’ to the question of 
whether there should be money con¬ 
nected to this tournament,” said 28-year- 
old Peter Leiher of Tampa Bay, Florida, 
who finished tenth overall. “It’s definitely 
the most prestigious tournament there is 
because it s the hardest in the world. It’s 
harder than Worlds, by far.” 

Mario Robaina, 25, of Manhattan 
Beach, California, finished as a quar- 
terfinalist, just missing a spot on this 
years team. “There’s a lot of pressure 
here and, obviously, just going to the 
World Championships is potentially 
worth a lot of money, so in a way there 
is money connected to this event.” At 
this year’s Worlds, a total of $200,000 
was distributed among the Top 64 
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individual competitors; another $50,000 
was disbursed between the Top 4 teams. 

Three of the four members from last 
year’s U.S. squad competed in Columbus, 
but came up just short of the mark. 

George Baxter, 24, of Dallas, finished 
13th; Mike Long, 22, of Centreville, 
Virginia, placed 15th; and Dennis 
Bentley, 28, of Rochester, New York, 
wound up 22nd. Kansas City’s Matt 
Place, the fourth piece to last year s 
puzzle, did not play. 

Gary, the teen phenom from North 
Miami Beach, used a red-blue Standard 
deck to emerge victorious during Sun¬ 
day’s final rounds. The top seed, he 
knocked off—in successive order— 


New Yorks Jon Finkel (3-1), Butz (3-2), 
and Bigos (3—2). 

“I’ve always had a red-blue deck. It s 
changed over the years, but I’ve always 
had one huilt,” said Gary, who snacked 
on yogurt-covered raisins before, during, 
and after each of his matches. “I 
playtested against all the staple decks 
I knew about—Winter Orbs, Sligh, 
Necro—but I found that my red-blue 
deck beat them all. Everybody was 
telling me that I shouldn’t plav it, but 

I did.” 

Asked what it meant to win the U.S. 
title, Gary simply smiled and said: “It 
means I’ve got a lot of work to do for 
Worlds!” —Terry Mrfia 



The Magnificent Six? 

Team Neutral Ground, out of New York 
Citv, won first place at the Merchant Team 
Challenge event at this year’s Magic World 
Championships in Seattle. Out of a field 
of nearly twenty teams, the Magnificent 
Six from Neutral Ground emerged victori¬ 
ous. Team members include: Dan Burdick, 
David Williams, Bruce Johnson, Robert 
Nieves III, Brian David Marshall, and 
Steven O’Mahonev-Schwartz. Nieves, 
apparently, is the only one still in uniform. 


/ he DCI players’ 
organization 
■ ■ , ■ would like to 

announce important modifications to 
the current policies on certified judges 
and sanctioned Magic:The Gathering 
tournaments. 

I.Effective September I, 1997: 

All sanctioned title events require a cer¬ 
tified level III judge.Title events include 
Pro Tour Qualifier tournaments. Grand 
Prix tournaments, Grand Prix Trial tour¬ 
naments, and Regional Championships. 

2.Effective September I, 1997: 

Ail sanctioned Prerelease events require 
a certified level II Judge. 

3,The DCI players* organization 
is firmly committed to providing its 
members with a stable, exciting, and 
equitable organized play structure.As 
the global sanctioned-tournament envi¬ 
ronment steadily grows and matures, a 
critical step in maintaining its integrity 
will be stratifying sanctioned tourna¬ 
ments based on various criteria. 

The DCI regrets that there has been 
a degree of discomfort and mispercep¬ 
tion regarding the impact of previous 
announcements concerning the imple¬ 
mentation of variable K-values.The vast 
majority of sanctioned tournaments 


JUDGE CERTIFICATION AND 
TOURNAMENT SANCTIONING 

around the world share very similar 
characteristics, and their match results 
should be calculated in a similar manner. 
Title events such as the Magic World 
Championships, the Magic Pro Tour, and 
Grand Prix tournaments comprise a 
very small percentage of the total num¬ 
ber of sanctioned tournaments, but 
reflect a very high caliber of competi¬ 
tion because the participants are drawn 
from a diverse, international player base. 

The DCI will implement a global 
weighting (K-value) system for all sanc¬ 
tioned Magic tournaments in spring 
1998 in order to address these distinc¬ 
tions between various events.The 
majority of sanctioned tournaments will 
be calculated at a consistent K-value, 
while a very limited number of events, 
such as the Pro Tour, will be eligible for 
enhanced K-value.The DCI will 
announce the criteria it will use to 
establish the official K-value for sanc¬ 
tioned tournaments, as well as the date 
it will institute the variable K-value sys¬ 
tem in early l998.These changes are 
part of the DCI’s ongoing commitment 
to ensuring the integrity of the global 
rating and ranking system as the growth 
of organized Magic play continues. 

—Jason Carl, Policy Director, DCI 


Arena League News: 

Vanguard 
Debuts at 
Origins 

T he Origins ’97 International Game 
Fair and Expo in July witnessed the 
official debut of Vanguard, the new 
supplement for the Magic TCG, in 
a special four-day Limited format season 
of Arena. Each of the 500 players at Ori¬ 
gins received a starter and booster of 
Revised, a booster of Legends, and a four- 
card pack of Vanguard. When the com¬ 
petition finished on Sunday, Randy 
Wright of Columbus, Ohio, stood in 
first place, winning an assortment of 
Magic boosters and an uncut sheet of 
the exclusive alternative-art cards used 
by Arena and the DCI. 

Arena’s Autumn Season (Oct. 

24-Nov. 29) will use a special Limited 
format that features the debut of the 
Tempest preconstructed decks. Players 
will be able to select from four different 
sixty-card decks constructed entirely of 
cards from the Tempest standalone 
expansion, each customized to a differ¬ 
ent style of play. The decks are designed 
to play competitively and are accompa¬ 
nied by a strategy guide and decklist. 
This format provides an excellent oppor¬ 
tunity for casual players to use the new 
set “right out of the box .”—Andy Collins 
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(continued) 


ESPN2 to Air 
’97 Magic Worlds 


I ts not as risky as rock 
climbing, and definitely 
not as physically 
demanding as I Iawaii s 
Ironman Triathlon. But 
the 1997 Magic World 
Championships—an intel¬ 
lectual competition known 
for being a test of 
endurance in its own 
right—will nevertheless make 
it to the ESPN2 airwaves. 
Normally a station known for 
covering extreme sports, 
ESPN2 will air footage of the 
ultimate Magic battle on 
Tuesday, October 21, at 10:30 
P.M. (PDT). 

This years competition 
attracted 153 qualified players 
from thirty-five different 
countries and was held from 
August 13-17 at the Wizards 
of the Coast Game Center in 
Seattle. The players engaged 
in various play formats, 
including Rochester Draft, 
Standard, and Extended Con¬ 
structed, and watched eagerly 
as the field whittled to eight 
stellar performers. A special 
team event was held on 
August 16 that resulted in the 
Canadian national squad 
coming out on top. A second 
program scheduled to air 
Tuesday, November 25, at 10 
P.M. (pdt) will feature the 
team competition. (For ’97 
Worlds coverage , turn to page 
40; for complete tournament 
results , see The Duelist Side¬ 
board ##./ 

Behind the one-on-one 
matches is a group of individ¬ 
uals whose sole duty is to 
record the action: the videog- 
raphers. They attempt to cap¬ 
ture the pivotal moments of a 




match, seize the key plays, 
and relay the action to a wait¬ 
ing audience. Its no easy 
assignment. Just ask them. 

“The difficulty, I find, in 
shooting a Magic event is just 
showing the cards so people 
can actually see them/’ 
explained Ed Liming, Pro 
Tour video production coordi¬ 
nator. “You’ve got some play¬ 
ers who draw the cards fast 
and play very fast, so to go 
from one player to another, 
it’s hard to cover the event 
and show flow for the audi¬ 
ence.” 

At this year’s Magic 
Worlds, Liming assisted on 
the ESPN2 shoot and utilized 
five cameras instead of the 
customary three he has used 
at previous Pro Tour events. 
“Normally we cover Magic 
with three cameras because 
it’s strictly for a closed-circuit 
situation. But because were 
covering this one for ESPN, 
we added two more cameras 
to increase our coverage. It 
allows us to have two cameras 
devoted solely to eye in on 
players’ hands and show what 
they draw. The other cameras 
provide the drama for the 
show. 

“Personally, I love to show 
the players’ faces. The concen¬ 
tration shots are great. But the 


audience wants to see 
the cards.” 

Electronic News Gathering 
(ENG) crews were also cap¬ 
turing video footage through¬ 
out the competition. This is 
material used in between 
shooting actual matches— 
footage that shows drafting 
techniques, deck building, 
player interviews, and Magic 
as a lifestyle, not just a game. 

Eric Browne, one of the 
ENG cameramen, explained 
his duties: “We're basically 
running around doing feature 
stories, shooting interviews of 


the players after matches, and 
capturing B-roll stuff like 
some of the teams putting 
their decks together. It’s prettv 
arduous work and it takes a lot 
of control. We’re always look¬ 
ing for moments where players 
are succeeding or tailing, and 
if we can capture that on tape, 
then we can create some 
drama for the show. 

“I was just up in the view¬ 
ing room and there were a lot 
of intense faces watching the 
game,” added Browne, “TTiese 
people are really into the 
game.” — Terry Melia 




1997 World Championship Decks Now Available 

he 1997 Magic 
World Championship 
decks (the Top 4 
from this years battle) are a 
great way for Magic enthusi¬ 
asts to learn how to play like 
the pros while discovering 
the best Standard (Type II) 
decks on the tournament 
scene.The World Champi¬ 
onship decks offer insights into the strategies of top-ranked 
amateur and professional Magic players. 

The Top 4 players from this years competition wereijakub 
Slemr of the Czech Republic (champion); Janosch Kuhn of Ger¬ 
many (Finalist): Paul McCabe ofToronto (semifinalist); and Svend 
Sparre Geertsen of Denmark (semifinalist). 

The 1997 Magic World Championship decks are the second 
in the Pro Tour card series.The decks commemorate the ‘97 
World Championships and feature the same look and feel as the 
96 Pi o Tour decks, complete with similar cardbacks and faces. 
Each of the decks will consist of a tuck box. 75-30 cards, five-to- 
seven proxy cards, and player biographies. The decks are $9.95 
each, and are available in local retail shops. 
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Political Intrigue 
Galactic Exploration 
Starship Combat 


NEW from 
Component Game 
Systems Inc. 




The Component Game System is ™ ami & 1997 Component Came Systems Inc. 


CB5-101 Babylon 5, Component Game System, Core Set (4 players) $29.95 OCTOBER 199/ CoreSet! 

Can your ambassador outwit the representatives of the other races in this fast-paced component board game. The size of your empires 
:nomy and battle fleet often dictates your ambassadors power on the council. Sway the Babylon 5 crew to your aid to gain a political 
over you?^nents Starter box contains Earth Alliance. Minbari. Nam Regime and Centaur. Republic forces. Enough for 4 players. 


CB5-501 Earth Alliance 
CBS-511 Minbari 

CB5-521 Centauri Republic 
CB5-531 Narn Regime 
CB5-542 Shadows 
CB5-551 Vorlon Empire 
CB5-562 Psi-Corps 

CB5-571 League of Non-Aligned Worlds 


CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 

CGS Starter Kit (1 player) $12.95 


OCTOBER 1997 
OCTOBER 1997 
OCTOBER 1997 
OCTOBER 1997 
DECEMBER 1997 
DECEMBER 1997 
JANUARY 1998 
JANUARY 1998 


Subset of CB5-101 
Subset of CB5-101 
Subset of CB5-101 
Subset of CB5-101 
All New! 

All New! 

All New! 

All New! 


Available From Fine Distributors and Retailers Everywhere! 

Component Game Systems Inc. 1-607-652-2378 
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Single-Card Strategies 

(S^JEFF FRANZMANN 


The hunter stopped, 
lifting its ears in a vain 
attempt to pinpoint the 
location of the prey, no 
longer trusting its 
sense of smell.They 
traveled in pairs, yet 
sometimes there was 
only one scent instead 
of two. He had wounded one as the 
chase began, but now it moved as if it 
hadn’t been wounded at all. Brute force 
and a predators cunning were no 
match for the elusive and seemingly 
invulnerable Nurturing Licid. 



W hile Nurturing Licid can 
be a useful creature in 
the early game, its true 
potency lies in its multiple applica¬ 
tions on the attack, in defense, and 
in its ability to avoid destruction. In 
response to almost any spell or 
effect that could conceivably 
destroy the Licid, you can activate 
its ability, turn it into a creature 
enchantment, and place it on a 
creature under your (or even your 
opponent's) control. As a result, any 
spell which had targeted the Licid 
will fizzle, unable to find a valid tar¬ 
get, and you can bring your crea¬ 
ture back at any time by paying 
Rather than losing everything to a 
mass destruction spell like Inferno 
or Pyroclasm, you can rescue two 
creatures by turning the Licid into 
an enchantment and using it to 
regenerate a second creature. 

The applications on defense 
should be readily apparent. The 
Licid can be declared as a blocker 
against almost any conceivable 
ground-based attacker. Once all 
blockers are assigned, the Licid can 
be turned into a creature enchant¬ 
ment, placed on one of your defend¬ 
ers, and used to Regenerate that 
creature after damage is assessed. 

At the end of combat, you can pay 
* and once again have access to 
the Nurturing Licid as an attacker 
or blocker. In a Limited environ¬ 
ment, this kind of flexibility can 
spell the difference between victory 
and defeat, as it effectively gives 
you access to regeneration for any 
creature you choose without losing 
any blockers. 
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compiled by 
Jeff Donais 


Key Plays 


If you see or hear about a p*. 
ticuiarfy interesting key pt^ 

write to us about it at 
Plays" do The Duekt PO && 
707. Renton. WA 99057. or 
< d uei ist §£wizards.com>. 



This issue's key plays took place at the Canadian and U.S. Nationals, respectively. 

The first involved Mike Donais of Windsor, Ontario, and Toronto's Gab (pronounced 
* Gabe’) Tsang. Both players secured spots on the Canadian National team, andveere 
battling it out for a place in thefinal match. The second play -was pivotal in detemin- 
irig the U.S. National team — 


Good Karma 


D uring the second game of the semifi¬ 
nal match of the Canadian Nationals, 

Gab Tsang was applying some serious 
Ashen Ghoul beatdown, the likes of 
which his opponent, Mike Donais, had never 
endured before. 

Tsang was playing a straight black deck with Necropo- 
tence and Buried Alive. Tsang had used Necropotencc to 
draw thirteen cards, netting huge card advantage over Donais s blue-white 
Counterpost deck. After Tsang s eighth turn, Donais asked the innocent question, 
“How many swamps do you have in play?” Tsang answered: “Seven.” Donais rhcn 
asked, “Whats your life total?” Tsang again answered: “Seven.” Donais then 
repeated several times, “I can’t believe I’m going to win this game!” The crowd 
chuckled at what appeared to be Donais just joking around. When Donais tapped 
four mana and played Karma, the crowd went silent for a second. Tsang looked 
down at his seven swamps and 7 life and realized he had just lost the game. 

Both players sat in mutual disbelief for several minutes as the crowd went wild. 
Donais went on to win the next game, and proceeded to the finals for his chance 
at the Canadian National title. 


Every Point Counts 


key play from the U.S. Nationals 
involved veteran player Bob 
Maher Jr. of Madison, Wisconsin, 
and Pacific Coast Legends team 
member Mario Robaina of Los Ange¬ 
les. Robaina was in the process of win¬ 
ning the fifth and deciding game of his 
quarterfinal match against Maher. The 
winner would advance to the semifinal 
round and become a member of the 
1997 U.S. team. 

Robaina appeared to be in total con¬ 
trol of the game as he cast two Jolraels 
Centaurs. In order to get the four green 
mana required for the two Centaurs, 
Robaina chose to use Brushland for 
colored mana instead of Wall of Roots 
This seemed like a fairly logical play at 
the time, as Robaina was concerned 
about keeping the Wall of Roots at 
maximum toughness. The damage 


from the Brushland brought Robaina 
to 5 life. 

Soon thereafter Maher played a 
sixth land, discarded a black card, 
and paid 1 life to cast Contagion to 
get rid of Robaina s Elf. Maher was 
worried about a potential Swords to 
Plowshares that could bring Robaina 
to 6 life, and so waited for the Con¬ 
tagion to successfully resolve. Maher 
then Fireballed Robaina for every¬ 
thing he could, which was exactly 5 
life. That one damage from the 
Brushland had brought Robaina 
within Fireball range, and cost him 
the match. 

Maher went on to join the U.S. 
National team, while Robaina settled 
for a very strong quarterfinal showing. 
In games between two excellent play¬ 
ers, every point counts. 
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THERE'S A VAST DIFFERENCE 
BETWEEN FANTASY AND FAIRY TALES.... 



“The demon dactyl came awake. 

"The tangible, corporeal body felt good to the wandering spirit.The dactyl could feel its blood, hot 
blood, coursing through its wings and mighty legs, could feel the twitching of its mighty muscles.The 
creature flexed and stretched, extended its wings to their full glory, reached and clawed at the air with 
its humanlike arms. The demon extended its fingernails, transformed them into hooked claws, and 
grew its teeth—two pointed canines extending down over its bottom lip. Every part of the demon 
was a weapon, devastating and deadly. 

And undeniably powerful though this monster appeared, this demon’s real strength lay in its mind 
and its purpose, the tempter of souls, the twister of hearts, the maker of lies. How long had it been? 
The creature remembered that long-ago time now, savored the thoughts of the streaming blood as 
army after army had joined in delicious, desperate battle. 

“Its thoughts turned from its enemies to those it would summon as minions. The wicked goblins 
certainly, so full of anger and greed, so delighting in murder and war. The fomorian giants of the moun¬ 
tains... And the powries, yes, the powries, the cunning, warlike dwarves who hated the humans above 
all others. A line of drool hung low from the dactyl’s mouth as it considered its former and future 
allies, its army of woe.The dactyl threw back its head and opened wide its mouth, screeching for the 
sheer joy of the return, for the thoughts of the chaos it would bring again to the quiet human kingdoms 
of Corona.” 


THIS IS NO “ONCE UPON A TIME 


R. A. Salvatore 


the New York T/mes-bestselling author of Siege of Darkness, 
Starless Night, and The Legacy —universally acclaimed creator 
of unforgettable characters, relentless action, and stunning 
depictions of battle—has now written his masterwork. 

An epic of mortality and magic, and of innocence and evil 
locked in an unholy war for control of a world’s destiny. 


ies That Define Imagination 

A Division of BALLAnTinE Books 

ranclomhousc.com/dcIrcy/ 
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Coming soon to retailers everywhere 
or call 1 - 800 - 874-4607 


Fully-configurable, 

EASY-TO-USE INTERFACE 


EL TO THE HIGHLY-ACCLAIMED 

Lands of Lore: 

The Throne of Chaos 
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HISTORY OF 
.OLE PLAYING 
GAMES. 


An awesome array of spells and 

INVENTORY ITEMS FEATURED IN 15 
CHALLENGING AND ENCHANTING REALMS 
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GUARDIANSJ2EJ3ESTINY 


Incredible monster AI - they fight, 

HIDE AND SUMMON REINFORCEMENTS 


Cell 1-800-771 -3772 for Geme Rating Information 






















A deck without a 
theme is like a car 
without a steering 


Built to Last 


wheel. Sure, it'll 
work, but it may 
not go where you 
want it to. All of 
the best Magic 
decks have themes, 
and the most 
effective themes 
include both a 


T hese four preconstructed 
decks from the Tempest 
expansion were built by the 
guys who make Magic. 
Each deck has an effective 
theme that combines a strategy to 
win the game with a strategy to 
control the game. Let s look at the 
themes of each of the four Tempest 
decks and explore why they work. 


strategy to win THE SLIVERS 



and a strategy to 
control the game. 
Once you're famil¬ 
iar with some of 
the most common 
deck strategies, it’ll 
be easier to build 
your own effective 
deck. 


Theme: Stop your opponents crea¬ 
tures and spells long enough to get 
your Sliver horde out for the kill. 
Winning Strategies: This deck wins 
by damaging its opponent with 
creatures—Slivers to be exact. 
Slivers work best when they work 
together, so you want to have sev¬ 
eral Slivers in play at the same 
time. For instance. Winged Sliver 
gives flying to all Slivers, and Clot 
Sliver allows all Slivers 
to regenerate. If you 
play your cards 


right, you can have a flying, regen¬ 
erating Sliver horde faster than 
your opponent can say, “Not 
another Sliver!” 

Controlling Strategies: If you don’t 
want to die while building your 
forces, you need to get your Slivers 
out quickly. In theory, you should 
be able to put at least one creature 
from this deck in play every turn, 
starting with the second turn. 

This deck also employs card 
drawing so you have a constant 
supply of creatures or counter¬ 
spells. For example, the deck only 
has one Whispers of the Muse (an 
instant that lets you draw a card) 
because that spell has a buyback of 
five mana. This means you can pay 
an extra 5 when you cast it to put 
it back in your hand. 

So you’ve got your fast creatures, 
but you also need to control your 
opponents creatures and spells. 
This deck has four different coun¬ 
terspells: Power Sink, Spell Blast, 
Counterspell, and Dismiss—-just 
enough to keep your opponent at 
bay. In addition, Ertai’s Meddling 
delays an opponent’s spell: the 
more mana you spend, the longer 
the spell will be in limbo. 

If you can’t counterspell all your 
opponents creatures, you can 
always get rid of them later. Dia¬ 
bolic Edict, Fevered Convulsions, 
Dark Banishing, Evincars Justice 
(buyback for 3 ), and Extinction 
do everything from making your 


opponent sacrifice creatures to 
destroying them outright. You can 
also stop your opponent from ever 
casting spells and creatures by 
denying him or her cards in the 
first place. Mindwhip Sliver is a 
particularly gcxxi creature because 
it has more than one purpose: its a 
2/2 creature, and while it’s in plav 
you can pay 2 and sacrifice any 
Sliver to force your opponent to 
discard at random. Between the 
interdependent creature abilities, 
counterspells, creature removal, 
and card denial in this deck, y'our 
Slivers can really strut their stuff. 

FLAMES OF RATH 

Theme: Deal lots of quick damage 
so your opponent stays on the 
defensive and doesn’t have an 
opportunity' to employ his or her 
own strategy; 

Winning Strategies: With eighteen 
creatures, this deck has a formida¬ 
ble force behind it. Even though 
it does have several weenie crea¬ 
tures, they're made more powerful 
by r their special abilities: sacrifice 
your Mogg Fanatic or tap your 
Fireslinger to deal 1 point of 
damage to any creature or player 
(Fireslinger’s ability' also deals 1 
point of damage to you); Firefly 
has flying and gains +1/+0 for 
every d you pump into it; and 
Sandstone Warrior has first strike 
and is also pumpable with red 
mana. In addition, the deck has 


THE SLIVERS 

designed by Wilixam Jockusch 

LAND 

13 Island 

I Rootwater Depths 
11 Swamps 
CREATURES 
4 Winged Sliver 
3 Mnemonic Sliver 


4 Clot Sliver 
1 Mindwhip Sliver 
4 Metallic Sliver 
OTHER 

I Whispers of the Muse 

1 Ertai’s Meddling 

2 Power Sink 

1 Spell Blast 

2 Counterspelf 


2 Dream Cache 

1 Dismiss 

2 Diabolic Edict 

1 Fevered Convulsions 

2 Dark Banishing 

I Evincar’s Justice 
I Extinction 
I Lobotomy 
I Essence Bottle 
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quite a few “fatties” (big crea¬ 
tures), such as Lightning Ele¬ 
mental, Flowstone Giant, and 
Wild Wurm. And if you want 
your weenies to be fatties or 
your fatties to be fatter, you can 
always enchant them with Tah- 
ngarths Rage or Blood Frenzy. 

In addition to creatures, the 
deck has lots of spells that deal 
direct damage like Searing 
Touch (buyback for 4), Goblin 
Bombardment, Kindle, Rolling 
Thunder, and Lightning Blast, 
and Furnace of Rath lets you 
double the damage you deal to a 
creature or player. 

Controlling Strategies: Extremely 
straightforward, “Flames of 
Rath” controls the game hy 
being quick enough in its dam¬ 
age dealing that your opponent 
is too busy trying to survive to 
do much else. With two Disen¬ 
chants to get rid of artifacts and 
enchantments, plus Squee s Toy 
to prevent 1 damage to any 
creature, the control is pretty 
solid. Even if you can’t remove 
your opponents cards as soon as 
they are played, “Flames of 
Rath” lays on the damage so 
quickly that your opponent 
never gets the chance to recover. 


DEEP FREEZE 

Theme: “Freeze” your opponent and then 
send in your virtually unblockable creatures. 
Winning Strategies: Almost all the creatures 
in this deck have a special ability' that fits the 
theme. Between flying, shadow (can only 
block or be blocked by other creatures with 
shadow), first strike, and protection from a 
chosen color, your opponent will have a 
hard time stopping your creatures. 
Controlling Strategies: You don’t want to 
have to deal with your opponents offense 
while you’re trying to assemble your 
troops. Just like in “The Slivers,” this deck 
uses counterspells to keep your opponents 
forces at bay. It also has several ways to 
cycle through your deck so that you’re 
more likely to draw what you want. For 
instance, if you need a counterspell, use 
Dream Cache, the card-drawing ability of 
Dismiss, or Emmessi Tome. 

If your opponent’s nasty’ cards do make it 
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FLAMES OF RATH 

des igned by Mike Elliott 

LANDS 

I Maze of Shadows * 
19 Mountain 
5 Plains 
CREATURES 


2 Lightning Elemental 
2 Wild Wurm 
I Flowstone Giant 
I Sandstone Giant 


I Tahngarth’s Rage 
I Searing Touch 
I Blood Frenzy 
I Goblin Bombardment 


I Flowstone Salamander 4 Kindle 


I Magmasaur 
I Soitari Guerrillas 


2 Rolling Thunder 

3 Lightning Blast 


4 Mogg Fanatic 

1 Coiled Tinviper 

1 Furnace of Rath 

3 Fireslinger 

OTHER 

1 Squee’sToy 

1 Firefly 

2 Disenchant 


DEEP FREEZE 

2 Wind Drake 

3 Counterspell 

designed by Bill Rase 

2 Horned Turtle 

1 Legacy’s Allure 

LAND 

1 Sky Spirit 

1 Time Ebb 

13 Island 

OTHER 

1 Dream Cache 

11 Plains 

1 Anoint 

2 Gaseous Form 

CREATURES 

1 Disenchant 

2 Dismiss 

2 Master Decoy 

3 Pacifism 

1 Precognition 

2 Soitari Lancer 

1 Invulnerability 

1 Puppet Strings 

1 Knight of Dawn 

2 Repentance 

1 Emmessi Tome 

1 Cloudchaser Eagle 

2 Power Sink 


1 Avenging Angel 

1 Spell Blast 


THE SWARM 

3 Skyshroud Elf 

OTHER 

designed by Joel Mick 

4 Muscle Sliver 

1 Anoint 

LAND 

3 Pincher Beetles 

1 Disenchant 

14 Forest 

3 Rootwalla 

3 Pacifism 

7 Plains 

1 Krakiiin 

1 Elvish Fury 

2 Yec Townships 

3 Trained Armodon 

1 Needle Storm 

CREATURES 

1 Elven Warhounds 

1 Aluren 

3 Master Decoy 

2 Ranger en-Vec 

2 Overrun 

2 Soitari Trooper 


1 Recycle 

1 Soitari Crusader 





into play, you can always tap them with 
Master Decoy’s special ability, or with Pup¬ 
pet Strings. And speaking of controlling 
your opponent, why not control his or her 
creatures, tew, with Legacy’s Allure? Use 
Time Ebb to put one of your opponent’s 
creatures back on top of the library; make it 
useless by Pacifying it; or quiet it down 
with Gaseous Form. 

Once you’ve countered or “frozen” all 
your opponent’s harmful cards, your hard- 
to-block creatures should have no problem 
getting through. 

THE SWARM 

Theme: Swarm your opponent with lots of 
weenie creatures and then increase their 
power and toughness with other spells and 
abilities. 

Winning Strategies: With a whopping 
twenty-six creatures, your opponent will 
have a hard time holding you back, espe¬ 
cially considering that Soitari Trooper, 
Soitari Crusader, Muscle Sliver, and Root- 


walla all have ways to increase 
their power and/or toughness. 
For instance, the 1/1 Muscle 
Sliver gives all Slivers +1/+1. 
Since it’s a Sliver too, it auto¬ 
matically becomes a 2/2 crea¬ 
ture, and each additional 
Muscle Sliver you play gives all 
of them another +1/+1. With 
spells like Elvish Fury, which 
gives a creature +2/+2 and can 
be bought back for 4, and 
Overrun, which gives all vour 
creatures +3/+3 and trample, 
your creature horde is a force to 
be reckoned with. 

Controlling Strategies: “The 
Swarm” exerts control with 
creatures: They’re even faster 
with mana from Skyshroud Elf | 
and the enchantment Aluren, 
which lets any player plav a 
creature card as an instant with¬ 
out paying its casting cost. The 
catch? It only w r orks on crea¬ 
tures with a total casting cost of I 
three mana or less. Fortunately, 
most of your creatures qualify 
and with any luck most of your 
opponents creatures won’t. You 
can get to your creatures faster 
with Recycle, which makes vou 
skip your draw phase but lets 
you draw a card whenever you play a card. 
During discard, you have to choose and 
discard all but two cards, but this shouldn’t 
hurt too much as you can most likely east 
anything in your hand. 

In addition, Anoint prevents damage to 
your creatures while Xeedlestorm deals 4 
damage to each flyer. Pacifism makes a 
creature useless for combat, and Disenchant 
is a good defensive card for any deck with 
white. By the time your opponent is just 
beginning to build up a strategy; yxxi should he 
well on your way r to a nice, juicy swarm. 

ALL TOGETHER NOW 

Just remember that when you’re building a 
deck, it needs a way r to win and a way to 
control. If your deck is tight —if it concen¬ 
trates on one theme with just a few strate¬ 
gies—it will do a lot better than ii it 
spreads itself too thin. 4 

If loving Melody Alder is •wrong, we don't 
want to be right. 
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From the twisted 

plane of Rath comes 
wild new forces of 
• magic. The Tempest™ 
stand-alone expan¬ 
sion takes you deep 
into this arcane 
realm whew madness 
is at hand. 

Master the shadow 
creatures , ethereal 
beings unblockable by 
any but their own. 
t eel the irresistible 
force of Time W arp , 
a sorcery that 
grants you an 
additional turn. And 
fnnn the chaos conies 
the Slivers. Ttvacherous 
creatures that gain 
diverse abilities as 
they grow 
in number. 
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Reanimator decks are 


designed to drop crea¬ 
tures into the grave¬ 
yard and then bring 
them into play from 
there, rather than 
casting them directly. 
Two players using a 


Bring Out Your Dead 


Reanimator theme 


won spots on this 


T he “Reanimator” is one of the oldest deck 
themes. For a long time, Reanimator decks 
were considered fine for casual play, but not 
strong or consistent enough tor serious tour¬ 
nament use. With the release of Weather- 
light , however, Reanimator-type strategies have 
become viable for tournaments. Lets investigate 
this resurgence. 


year’s Canadian 


National Team. A few 


weeks later the same 


thing happened during 


the U.S. Nationals. 


TRADITIONAL REANIMATOR 

The original Reanimator decks (back in Alpha/Beta 
days) work by discarding huge creatures and then 
using Animate Dead to put them into play. With 
the right starting hand, you can have any creature in 
play on turn three (or turn two with a Dark Ritual): 
simply avoid playing a land the first turn so you’re 
forced to discard, drop the biggest creature in your 
hand into the graveyard, then cast Animate Dead as 
soon as you have mana available. Any huge creatures 
without upkeep costs can be included, regardless of 
color or high cost. And of course you can also 
choose any creatures in your opponents graveyard. 

The problem with the Reanimator concept is that 
if you don’t draw an Animate Dead, you re helpless, left 
with a handful of huge, useless creatures. This has 
made it impractical for tournament play. 
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t THE CURRENT STANDARD 

^Jumping to todays Standard deck-building environ- 
fk ment, things look rosier. Instead of only one anima- 


VI v 


tion card, you have a choice of five: Animate 
Dead, Dance of the Dead, Necromancy, Shal¬ 
low^ Grave, and Strands of Night. With up to 
four of each allowed, you can include more 
animation cards than you’d ever need for 
one deck. Two of these are particularly 
interesting. Shallow Grave is a one-shot 
effect rather than a continuing anima¬ 
tion, but it allows the creature to attack 
immediately. The cost to use Strands 
of Night is high, but it can retrieve 
multiple creatures, and those creatures 
won’t be wiped out by a Disenchant or 
Tranquillity. Additionally, both of these 


Been down so long it looks like up. ” 

Illustrator Brian Horton gives Buried 
Alive a new lease on life with this reinterpretation . 


work on creatures with protection from black 

Today’s environment also gives you more wavs to 
drop creatures into the graveyard. Jalum Tome and 
Anvil of Bogardan are great draw-and-discard 
engines. Hidden Horror gives you a fast 4/4 crea¬ 
ture as you drop another creature for later reanima¬ 
tion. And one Weatherlight sorcery, Buried Alive, is 
tailor-made for use in Reanimator decks, as you can 
pull creatures directly from your library. If your deck 
includes blue, many more discarding spells are avail¬ 
able, such as Mind Bomb. 

In the current environment, you also have a 
greater selection of large creatures for animation. 
Forget those puny Craw Wurms and Shivan Drag¬ 
ons—Crash of Rhinos and Crimson Hellkites are 
bigger, and Thundermare is great fun. If you're 
using Shallow Grave, you can also choose safely 
from creatures with upkeep costs. 


SELF-RETURNING CREATURES 

Despite the greater supply of reanimation cards in 
todays environment, decks built around the tradi¬ 
tional Reanimator strategy haven’t shown much 
impact in tournaments. They’re fragile, and except 
for Shallow Grave decks, they’re easily disrupted by 
enchantment destruction and anything that kills 
creatures. It’s rare for a deck using a traditional 
Reanimator theme to win more than sixty* percent 
of its matches in a large tournament. 

But what about the decks which drew so much 
attention in the 1997 Canadian and U.S. Nationals? 
These were not traditional Reanimator decks; they 
contained no spells to return creatures from the 
grave. Instead, they were built around creatures 
which return from the grave under their own power 
Ashen Ghoul, Nether Shadow, and sometimes 
Necrosavant and Krovikan Horror. 

The goal of these decks is to get four or more of 
the Ghoul/Shadow family either in play or in the 
graveyard. Once you reach that point, vou’re assured 
of always having at least one creature. Whenever 
your opponent kills one, you replace it by popping 
the deepest one out of the gravevard on your next 
upkeep. Necrosavants make a nice addition to this 
loop: when you have enough mana, you can sacrifice 
a puny Nether Shadow to bring out the 5/5 Necrosa¬ 
vant, and the Shadow will keep recycling itseli. 

The spell that makes it all work is Buried Alive. 
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With a four-card limit, you usually won’t draw four 
of your Ghoul/Shadow family in time to make a 
difference in the game. Hut with Buried Alive, you 
can pull three Ashen Ghouls from your library and 
drop them directly into the graveyard, ready to 
start recycling as s<x>n as another creature dies. 
Since it’s such a key card, these self-recycling decks 
have often been referred to as Buried Alive decks. 
I lowever, the Ashen Ghoul is equally key. 


“BuriedMivf 
Sample Deck 

This deck was played suc¬ 
cessfully by Gabriel Tsang 
during the 1997 Canadian 
Nationals, earning him a 
place on the national 
team. 

4 Black Knight 
4 Knight of Stromgald 
4 Fallen Askari 
4 Erg Raiders 
4 Ashen Ghoul 

3 Nether Shadow 

4 Buried Alive 
4 Bad Moon 

2 Necropotence 

3 Contagion 
I Drain Life 

1 Nevinyrral’s Disk 
3 Dark Ritual 

19 Swamp 

“Reanimator 
Sample Deck 

(a.k.a. M Sade" by 
Chris Foley, designer) 

3 Aboroth 

4 Anvil of Bogardan 

2 Crypt Rats 

2 Dark Banishing 

2 Drain Life 

3 Forest 

4 Hidden Horror 

2 Necromancy 
4 Nekrataal 

3 Strands of Night 

4 Shallow Grave 
16 Swamp 

4 Thundermare 
4 Tolarian Serpent 

3 Undiscovered Paradise 
SIDEBOARD 

2 Crypt Rats 

4 Decomposition 
I Drain Life 

4 Serene Heart 
4 Tropical Storm 


BUILDING A “BURIED ALIVE*’ DECK 

The foundation cards for a Buried Alive deck are 
Ashen Ghoul, Nether Shadow, and Buried Alive. 
Clearly, you want four Ghouls. You want to draw a 
Buried Alive as early as possible, but once you have 
all vour Ghouls and some Nether Shadows in your 
graveyard, Buried Alive becomes a useless spell. So 
Buried Alive decks often include only three. 

Most Buried Alive decks use four Nether Shadows 
as well as four Ghouls for the full complement of 
cheap recvclers. Some players, however, feel that 
the 1/1 Shadows are too weak and so include only 
two. This provides six self-recyclers, enough for 
two Buried Alives, and provides enough backup to 
keep the Ghoul recycling going in case of remove- 
from-game effects. 

Even if you use four of each of these spells, thats 
still only twelve out of the thirty-six or more 
needed. What about the rest of the deck? 

• Many Buried Alive designs fill the rest of the 
deck with black weenie creatures. If you don’t happen 
to draw Buried Alive, it plays as a black weenie 
deck. Even if you don’t go with the full weenie 
deck, its a good idea to put in some one- or two- 
mana creatures. 

• Bad Moons are often included to give Nether 
Shadows and other small creatures a bit more 
punch and to make them harder to kill. 

• Some add Krovikan Horrors and/or Nekra- 
taals, both of which combine well with the simpler 
self-recycling creatures. 

• Some use Gemstone Mines and Undiscovered 
Paradises for their non-black mana, and throw in 
good spells from several colors. 

• Some add red for direct-damage spells. Two of 
this years U.S. National semifinalists took this 
approach. I lammer of Bogardan and Death Spark 
fit nicely with the recycling theme, and Incinerate 
and X-spells are just plain effective. If you have any 
red, put some Pyroblasts in your sideboard. 

• Some add blue for counterspells or white for Dis¬ 
enchant, Swords to Plowshares, and Wrath of God. 

Whatever you choose for the rest of the deck, 
plavtest it with the Buried Alives removed. If your 
deck can’t win a reasonable percentage of duels 
without them, then it won’t be successful in a 
tournament environment. 


PLAYING THE DECKS 

For traditional Reanimator strategy your first 
goal is to get something big into the graveyard. 
If you have no spells which cause discards, you’ll 
need to build your hand to eight cards. If you 
win the option, let your opponent take the first 
turn. Don’t discard on your first turn, though; 
play a land instead. You may draw a spell that 
allows vou to discard. Only force yourself to dis¬ 
card an eighth card when you expect to be able 
to animate it on the next turn, or if you want to 
start playing more than one card per turn. 

If you do an eighth-card discard, make it 
look like you’re discarding because you’re 
mana-short and can’t cast anything. You may 
be able to lull your opponent into a false sense 
of security. 

For the Buried Alive decks, your strategy will 
depend on how you designed the rest of the 
deck. Until you get some recycling creatures in 
your graveyard, play as if you don’t have the 
Buried Alive theme at all. 

Once you draw Buried Alive, if vour oppo¬ 
nent isn’t playing blue, cast it at your first 
opportunity’ and drop three Ashen Ghouls into 
the graveyard. If you can achieve this, the game 
is half won. Be more cautious against a blue 
opponent; try to draw out counterspells with 
other spells. Don’t cast the Buried Alive until 
you think you can get it through. If your oppo¬ 
nent won’t take the bait and counter your other 
spells, proceed with the non-Buried aspects of 
your deck. 

When you reach the critical mass of four 
recyclers, throw caution to the wind. Unless 
you’re in danger yourself, attack whenever you 
can get any damage through. Trade creatures 
whenever possible—after all, yours will come 
back and your opponent’s won’t. 

LAST NOTES 

Beware of Phvrexian Furnace, Ebony Charm, 
and Gaea’s Blessing. Now that Buried Ghoul 
decks are common, many players are stocking 
their sideboard with these to pull your Ghouls 
out of the graveyard. Swords to Plowshares, 
Disintegrate, and Man-o’-War plus Dissipate 
are also used to remove Ghouls from the game. 
You can sometimes respond with a spell or 
effect to kill the Ghoul (Death Spark is great), 
or sacrifice it to a Krovikan I Iorror. 

Dont give up on traditional Reanimator! Just 
because it hasn’t won any major tournaments 
doesnt mean you can’t make it work. ^ 


lie dare anyone , anywhere , to deconstruct a Magic 
deck as we// as BethMo. 
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Official Strategy Guide The Complete Card Guide 

The Complete Card Guide Volume 2 The Official Guide to Portal ' 
The Official Deckbuilders’ Guide The Official Guide to Tempos 

Thunders Mouth Press is proud to present six important new reference books on 
Magic: The Gathering . Produced in association with Wizards of the Coast and 
I lie Duelist, these books will provide all the information a player will need to 
build a better deck and play a stronger game. 

The Official Strategy Guide is 
written by Beth Moursund, Magic 
rules expert, Duelist contributor, 
and frequent judge at Magic 
events. This manual provides 
players with important tips on all 
facets of the game. Each chapter 
features color illustrations, making 
all tactics easy to follow. Experts 
and beginners alike will find the 
book a valuable guide for their 
growth as players. 


The Complete Card Guide is 
illustrated with all of the over 
2000 Magic cards released up to 
October 1996, including 
discontinued, promotional, and 
specialty cards. You can learn 
how to identify cards and 
packaging from the different 
editions, find out how Magic 
cards are made, and get your first 
look at the relics from Magic’s 
past. 
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Official 

Encyclopedia 
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The Complete Card Guide Volume 2 
picks up where the Complete Card 
Guide left off, covering every new 
card released since the middle of 
1996, including cards from Fifth 
Fdition , Mirage , and Visions . Each 
page includes reproductions of 
cards with information crucial for 
collectors: the rarity of the card in 
each set in which it appears, the 
J sets in which different versions of 
the card appear, the card’s current 
errata, and notes on the card’s 
general function. 

The Official Deckbuilders f Guide 
provides a wide-ranging selection of 
some of the most successful decks 
currently in use. Drawing upon a 
broad variety of card rarities and 
values, this guide gives precise 
instructions on constructing and 
playing more than I 20 decks based 
on all of the best strategies, as 
proven by repeated trial in 
tournaments worldwide. 




For the next generation of Magic 
players. The Official Guide to Portal 
explains the rules to the Portal set of 
Magic: The Gathering, which, like 
the more than 200 new cards in the 
Portal set, have been simplified for 
easy learning. It features an 
overview of the set with 
reproductions of all the cards and 
hints on successful strategies for play 
and deck construction. 
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The Official Guide To Tempest is a 
complete companion to the Tempest 
card set. This guide gives tips for 
playing in a Tempest-only 
environment and how to best use 
Tempest cards with Fifth Fdition. 
There are full-color reproductions 
of all of the Tempest cards, along 
with information on the rarity of 
the card and any current errata. 
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Available at your local bookstores, or call 1-800-788-3123. 

The Complete Card Guide, $19.95, ISBN: 1-56025-140-9 
The Complete Card Guide Volume 2, $19.95, ISBN: l-o6025-150-6 
Official Strategy Guide, SI6.95, ISBN: 1-56025-149-2 
Official Guide To Portnl, $10.95, ISBN: 1-56025-152-2 
The Official Deckbuilders’ Guide, $ 13.95, ISBN: 1-5602d-156-5 
Offfcial Guide To Tempest, S16.95, ISBN: 1-56025-157-3 

C usr Deck master The Dudlst. and Magic: The Gathering are registered trademarks of Wizards of the Coast. Inc. 
ML^ic; Visions. Fifth edition, and Fort **re trademarks ot Wizards othe coast. Inc. 
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If there is one constant in 
the Magic: The Gather¬ 
ing realm, It is change. 


Trends in Standard Format 



Every expansion, each rule 
revision, any errata issued 
could change the entire 
playing environment.This 
dynamism is a double- 
edged sword: it keeps 
Magic fresh and fascinat¬ 
ing as a game, but it also 
frustrates players who 
have to constantly rethink 
their decks, gameplay, and 
strategy. 
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erhaps no period in the history of the 
) game was as chaotic as the first several 
months of 1997 when we saw two 
expansions change the face of the game, a 
redefinition of the Standard (Type II) for¬ 
mat, and wild swings between offensive and 
defensive deck types. With the release of Tem¬ 
pest and the departure of the all-important Ice 
Age and Alliances (and the less important 
Homelands) expansions, we can look forward 
to even greater turmoil over the next few 
months. Although we cannot predict the 
future, we can take a kx)k at some of the 
trends over the past several months and think 
about what the future might bring. 

Without question, the most important 
trends of the past can be attributed to changes in 
the basic definition of the Standard environ¬ 
ment. In the last days of 1996, two deck types 
were dominant in Standard: Necropotence 
and the base-white Icy/Winter Orb deck 
known as The Prison. No tournament 
player from the “black summer” of 1996 
will forget the overwhelming domi¬ 
nance of Necro decks that packed 
.tour Hymns and four Strip Mines; 
likewise, few could forget the 
power of Prison decks 
with four Land Taxes. 
E\ r en the restric¬ 
tion of Strip 

Mine, 

Hymn to Tourach, 
and Land Tax did not 
change matters, as each deck type' 
evolved to deal yvith the changes. 

Then on January’ 1, the changes to the 
Standard format took effect. First, all of 
the previously restricted cards were 
banned and the environment 
yvas left without Balance, 
Land Tax, Ivory Tower, 
Black Vise, and Strip 
Aline. In addition. 
Ice Age and Fallen 
Empires left the 


environment, taking Zuran Orb and Hymn to 
Tourach yvith them (as well as Icy’ Manipula¬ 
tor, Necropotence, black and white pump- 
knights, Stormbind, pain lands, and other 
important cards). The immediate result was 
the death of Prison and Necro. 

Without Prison and Necro to set the pace, 
old-style control decks returned yvith a 
vengeance. Without Strip Aline, the ubiqui¬ 
tous Winter Orb-Armageddon locks, and 
Balance-Zuran Orb, the power of Alliances as 
an expansion became obvious as blue-white 
Counterpost and blue-red Counterbum 
defined the Standard scene. On the aggres¬ 
sive side, mono-black weenie decks featuring 
efficient black creatures and Winter Orbs 
(Black Ice decks) yvere popular. In addition, 
mono-red Sligh decks and mono-green 
swarm decks gained prominence. These 
decks sometimes splashed in yvhite for 
Swords to Plowshares, Disenchant, and 
Armageddon, and all featured Winter Orb as 
the anti-control card of choice. February 
brought in Visions , and green received River 
Boa and City’ of Solitude to combat control 
decks. Nonetheless, the era could still be 
defined as one of control domination. 

Then March brought the most significant 
change to Magic in a long time. The basic set 
yvent from the Fourth Edition to Fifth Edi¬ 
tion, bringing yvholesale changes to an envi¬ 
ronment that was still trying to deal with the 
effects of Mirage and Visions. The remoy’al of 
Syvords, Lightning Bolt, Hypnotic 
Specter, Mishras Factory', and 
the tyvo best flyers in the 
game (Sengir Vampire 
and Serra Angel) 
boosted the power 
of green and blue 
at the expense of 
black and yvhite. 
Although Necro¬ 
potence returned, 
yyithout the now’- 
banned lifegainers 


































Ani-Mayhem powers up with what is quite simply the most popular 
Japanese animated series in the world. 

Ani-Mayhem ■ Dragon Ball Z is a stand-alone game for 
1-6 players that is FULLY compatible with all other 
Ani-Mayhem sets. 

243 new cards with incredible images from over 60 
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and the prevalence of bum decks, black 
was set back. 

Bv regional tournament time we saw 
the power of green and blue. Without 
Mishras Factory or a first-turn Hypnotic 
Specter to fear, Five-Color Green and 
Big Blue dominated. Air superiority defi¬ 
nitely belonged to blue, and weenie crea¬ 
ture superiority to green. What little 
control existed belonged to countermagic 
rather than to red and white removal. 


Obviously other deck types were success¬ 
ful—Outpost was still a factor and burn 
decks fared well with Visions' celerity 
creatures and the almost-broken Fire- 
blast—but in Standard play neither was 
as dominant as green or blue. 

July saw the resurgence of control decks 
with the return of Ice Age and Homelands. 
Swords to Plowshares made wiiite 
removal viable once again and Icy Manip¬ 
ulator brought back Prison variants. 
Weatherlight breathed life back into white 
control with Abeyance and resulted in 
black graveyard manipulation decks using 
Buried Alive and Necratog. As the results 
from Canadian and U.S. Nationals 
showed, Counterpost and Buried Alive 
decks were the most dominant Standard 
decks, with metagame green/white 
Armageddon decks making a comeback. 
Although the eventual winners were 
rogue decks—a Prison variant in Canada 
and red/blue in the U.S.—it appears that 
the current environment is heavy with 
Counterpost, Buried Alive, and the 
metagame decks to beat them both. 

So what does the future hold? Simply 
put, it will probably bring a battle between 
control decks and aggressive decks. The 
key card that swings the balance back and 
forth seems to be Swords to Plowshares. 
With Swords, control decks are viable. 
Without it, they lose to aggressive decks. 
From the first of the year through July, 
blue remained a dominant factor in con¬ 
trol decks of all types, while green, black, 
and red have battled for domination in 
aggressive decks. 


Alliances remains the single most 
important expansion for control decks, 
with Force of Will, Thawing Glaciers, 
Browse, Soldcvi Digger, and Kjeldoran 
Outpost. At least three of these five cards 
appear in almost every serious control 
deck currently in existence. Ice Ages con¬ 
tributions are the all-important Swords to 
Plowshares and Icy Manipulator. 

The future appears very red indeed. 
First, let us consider one of the most 


important rogue decks of the U.S. 
Nationals: Deadguv Red. A mono-red 
beatdown deck played to perfection by 
David Price of Team Deadguy, it went 
6-0 in the Swiss portion of the toughest 
Standard tournament in the world. This 
deck won despite the existence of Force 
of Will, Thawing Glaciers, and CoP: 
Red. Without Alliances , two of those 
three barriers to red burn are gone. With¬ 
out Ice Age, Swords and Icy Manipulator 
do not exist to deal with reds celerity 
creatures like Suq’Ata Lancer and Lava 
Hounds. Some of the cards coming in 
Tempest appear to give red complete 
dominance in the Standard format, 
although there may be other cards in 
Tempest to help other colors deal with the 
power of red burn. 

Second, multiple colors are no longer a 
problem in Standard. With City of Brass, 
Undiscovered Paradise, Gemstone Mine, 
and Lotus Vale (not to mention color- 
converters like Barbed Sextant and allied 
pain Linds), a red bum deck can easily 
pack Abeyance (the power card of 
Weatherlight ), Disenchant, or even some 
light countermagic to force kev spells 
through—without disrupting its mana 
supply. 

Third, Tempest is chock full of mass 
removal, which makes creature damage a 
far less consistent and reliable source of 
victory. Fifth Edition still provides Wrath 
of God, Earthquake, and Nevinyrrals 
Disk; Tempest will bring even more mass 
removal and increase the power of burn 
such that fourth-turn kills may become 


the norm rather than an oddity. In addi¬ 
tion, Prosperous Bloom decks may 
become a power to contend with in Stan¬ 
dard play. Without Force of Will in the 
environment and the overall weakening 
of control decks in general. Prosperous 
Bloom might dominate Standard the wav 
it dominated Mirage-Visions. The key 
factor in Prosperous Bloom is that a huge 
Drain Life can provide the life gain nec¬ 
essary to defeat red. Further, with 
Abeyance in the environment, Citv of 
Solitude is no longer necessary. Abeyance 
allows the killing blow to go through 
unstopped, cannot be disenchanted, and 
costs less than City to cast. 

Creature-based decks face a dilemma 
in such an environment. Small, fast crea¬ 
tures provide a better strategic base 
against Prosperous Bloom, but large, 
durable creatures provide more power 
against new bum. Neither gets past the 
mass removal in the Standard environ¬ 
ments future, and neither appear able to 
eliminate the Prosperous Bloom or new 
burn opponent before being killed on turn 
four or five. Nothing in Tempesh creature 
base appears to grant the kind of power to 
combat this shift in the metagame. It 
seems once again, green is hosed as a 
strategy-base color. Tempest might give 
green some interesting creatures and pos¬ 
sibly some sort of boost in removal ability, 
but more critters and better removal will 
not and cannot stop Prosperous Bloom or 
the new burn. 

Although nothing is certain, I do think 
future trends will move Magic away from 
control and towards aggression, with new 
burn and Prosperous Bloom playing a 
dominant role. One clear side effect will 
be the increasing need to commit to either 
speed or control. A mid-range deck that 
tries to mix speed with control will find it 
isnt fast enough and doesn’t have enough 
control to deal with the new speed 
demons. Although I expect creature- 
based decks to be significantly weakened, 
such a prediction is not reliable until we 
see what Tempest brings. If anvthing is 
certain, it is this: expect the unexpected. 
The rules have changed again. ♦ 

The elusive Robert Hahn continues to provide 
The Duelist with his insightful strategy arti¬ 
cles without actually appearing in plain sight. 



I do think future trends will move Magic away 
front control and towards aggression. 
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BEST COMPUTER STRATEGY GAME 

Command & Conquer: Red Alert (Westwood Studios) 
Heroes of Might and Magic II (New World Computing) 
Lords of the Realm II (Sierra) 

Master of Orion II: Battle atAntares (MkroProse) 
Warlords III: Reign of Heroes (Red Orb Entertainment) 


9) BEST NON-WIZARDS CARD ART 

Dark Age: Feudal Lords (FPG) 

Imajica (HarperPrism) 

□ Kult: Inferno (Heartbreaker) 

□ Legend of the Five Rings: Ami of Despar (FRP) 
D Middle-earth: TheLidlessEye 

(Iron Crown Enterprises) 

Myth os: The Dreamlands (Chaosium, Inc) 


10) BEST WIZARDS 
STAND-ALONE GAME 



BEST COMPUTER WAR GAME 

Battleground 5: Antietam (Talonsoft) 


□ Corporate Shuffle 

__ Magic: The Gathering-* Edition 
Magic: The Gatherings -Portal 

□ Magic: The Gathering-7empes/ 


Close Combat (Microsoft) 
Panzer General II (SSI) 

Steel Panthers II (SSI) 
Wooden Ships & Iron Men 

(Avalon Hill Game Company) 


Mail this page or 
a photocopy to: The Duelist 
'97 Awards, c/o Wizards of the Coast 
1801 Lind Ave., SW, Suite D-200, 
Renton, WA 98057-0707. 


4) BEST COMPUTER 
SIMULATION CAME 


11) BEST WIZARDS MAGIC RELEASE 

~ Fifth Edition 

□ Portal 

□ Tempest 

□ Visions 

□ Weatherfight 


AH-64D Longbow (Jane's Combat Simulation) 
j Grand Prix II (MicroProse) 

□ MechWarrior 2: Mercenaries (Activision) 

□ NASCAR Racing 2 (Sierra) 

X-Wing vs. TIE Fighter (LucasArts) 


12) BEST WIZARDS 
NON-MAGIC RELEASE 


□ BattleTech: Counterstrike 

□ BattleTech: Mercenaries 

1 1 Corporate Shuffle 

□ RoboRally: Crash and Bum 


All responses must be 
postmarked no later than 
FRIDAY, NOVEMBER 14,1997. 


One randomly selected 
respondent will win a box of 
the newest Magic release. The lucky 
reader and the various winners in 
each category will be announced 
in an upcoming issue of 

The Duelist 


5) BEST CONSOLE CAME 

Final Fantasy VII (Squaresoft) 

Mario Kart 64 (Nintendo) 

. ] Star Fox 64 (Nintendo) 

U Tomb Raider (Eidos Interactive) 

□ Wild Arms (Sony Computer Entertainment) 


□ 


6) BEST ROLEPLAYING GAME 

Blue Planet (BioHazard Games) 

Hong Kong Action Theatre! 

(Event Horizon Productions) 

Jovian Chronicles (Dream Pod 9) 
Legend of the Five Rings 

(Alderac Entertainment Group) 

MIB: Men in Black (West End Games) 
Noir (Archon Gaming, Inc) 


13) BEST WIZARDS CARD ART 

Corporate Shuffle 
BattleTech: Counterstrike 

□ BattleTech: Mercenaries 

□ Magic: The Gathering-* Edition 
Magic: The Gathering Aorta/ 
Magic: The Gatherings -Tempest 

□ Magic: The Gatherings -Visions 
Magic: The Gathering -Weatheriight 


□ 


Werewolf: The Wild West (White Wolf) 


14) BEST DUELIST ISSUE 

□ #15 (Visions) 

#16 (Fifth Edition) 

□ #17 (Weatherfight) 

□ #18 (Portal) 

□ #19 (BattleTech) 

O #20 (Tempest) 


7) BEST NON-WIZARDS STAND-ALONE 
TRADING CARD GAME 


15) BEST DUELIST 

HOUSE RULES VARIANT 


NAME 


ADDRESS 


city_ 


STATE 

L_ 


ZIP_ 


□ 

□ 

□ 

□ 


□ 

□ 


Chron X (Genetic Anomalies) 

DC OverPower (Fleer Entertainment Group) 
Legend of the Five Rings: Obsidian Edition (FRP) 
Middle-earth: TheLidlessEye 
(Iron Crown Enterprises) 

Mythos: The Dreamlands (Chaosium, Inc) 

The X-Files: The Truth Is Out There (2nd Ed.) 
(USPC Games) 


□ Few Land 'Consult-igan* 
Hong Kong Hodgepodge 

□ Three-Card Challenge 

□ Toronto Draft 

□ Tribal Magic 


16) BEST DUELIST COVER 


8 ) 


BEST NON-WIZARDS TRADING CARD 
CAME EXPANSION 


Nominees for The Dueksf s first annual gaming industry "Best of 
the Year" contest were selected by the editors of The Duelist, 
along with ‘Inside the Industry' contributor Allen Varney and 
Dragon magazine editor Dave Gross. 


Kult Inferno (Heartbreaker) 

Legend of the Five Rings: Crimson & Jade (FRP) 
Middle-earth: Against the Shadow 
(Iron Crown Enterprises) 

Star Trek TNG: Q Continuum (Decipher Games) 
Star Wars: Dagobah (Decipher Games) 

Star Wars: Hoth (Decipher Games) 


#15 (Visions- 'Tahngartff 
by Pete Venters) 

.. #16 (Fifth Edition- M PUavXom Monster' 

by Rebecca Guay) 

□ #17 (Weatherlight~'’MiTri” 
by Dermot Power) 

□ #18 (Portai- u Marams of KekT 
by Adrian Smith) 

#19 (&7ff/e7ed?-"Gunslinger' 
by Charles Gillespie) 

#20 {Tempest- M Se\en\a, Dark Angel' 
by Matt Wilson) 


□ 
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Prerelease 

October 4 

Pro Tour- 

Chicago 

October 1 0 " 1 2 

Grand Prix- 

San Francisco Trials 

October 25 

Pro Tour Qualifier 

Mainz, Germany 

October 5 
October 11 " 1 2 

October 18 

October 25"26 

Junior Super Series 

Central Division 
Championship 

October 1 0 " 1 2 

Arena Autumn 
Season begins 

October 24 






Fm detailed information on worldwide events and 
tournaments check out the Wizards of the Coast 
website at 

http://www. wizards, com 

or contact Wizards of the Coast Customer Service at 
the following numbers: 

U.S.A. (206)624-0933 
U.K. +44 (0)345-125599 
Belgium +32-14-44-30-44 
France +33-1-43-96-35-65 


irro Tour-Chicago 
Chicago, IL 
Format: Extended 


[?, 


ro Tour-Main* 

Mainz, Germany 
Format: Tempest Limited 
(Rochester Draft) 


rand Prix-Como 
Como, Italy 
Format: Fifth Edition-Visions Lin 
Cost: $22 (40,000 Lira) 


©rand I 


I Prix-San Francisco 
San Jose, CA 
Format: Extended 
Cost: $30 advance registration, 
$35 on site 
















































Grand Prix- 
Com, Italy 

November 8 ” 9 

Grand Prix- 

Son Francisco Trials 


November 1 " 2 
November 8”9 
November 15 
November 29 


Pro Tour Qualifier 

Mm, Germany 

November 1 “ 2 

November 8 

Pro Tour Qualifier 

Los Angeles, CA 

November 2 9 ” 3 0 


lunior Super Series 

Western Division 
Challenges 

November 2 9 “ 3 0 


AfBD 3 Autumn 
Season ends 

November 30 



Pro Tour- 

Mainz, Germany 

December 5"7 


Grand Prix- 

SanFrancisco 

December 6"7 


Pro Tour Qualifier 

Los Angeles, CA 

December 6”7 
December 13-14 

December 20-21 

December 27-28 


Junior Super Series] 

Western Division 
Challenges 



o Tour-Los Angeles Qualifier Tournaments 
Format: Extended 

Cost: $18 advance registration, $20 on site 
' toes are subject to change 


r Super Series Western Division Challenges 
Format: Standard 

Cost: $12 advance registration, $12 on site 
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deuelopmeni is 8 frig mysiery. 
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and deuelopmeni in order 
fo explain flow a flleglc 
expansion is creafed. 

by Dlarb Hose wafer 

ILLUSTRATION BY ADAM REX 


in rne oegmnmq 

n my mind. Tempest began during an 
R&D ski trip in February of 1996 when 
Richard Garfield and I spent some time 
talking about new game mechanics, 
Richard had not actively worked on 
Magic since Arabian Nights and was 
interested in being part of the design 
process. Just a few weeks earlier, I had 
learned from Joel Mick, Magics lead 
designer, that a stand-alone expansion was 
scheduled for the fill of 1997.1 had been at 
the company' for just under half a year and 
was itching to work on design. I was enthu¬ 
siastic about working with Richard, and 
managed to convince Joel (also on the trip) to let me man¬ 
age the Design team. 

To round out the team, 1 chose two R&D members I had 
worked with on previous projects: Mike Elliott and Charlie 
Catino (both names you might recognize as Duelist 
authors). The Design team scheduled time away from the 
office during early August to work on the initial design for 
the card set, codenamed “Bogavhati.” Richard volunteered 
his parents’ house in Portland for the week. I then asked the 
team to brainstorm both new card mechanics and random 
card ideas to bring along. Mike and 1 went on a bit of a creative 
tear and by the time we were ready to leave for Portland, we had 
compiled over one hundred pages of card ideas. 

Dazors. HJe Don l DeeJ Do Dlinbin Dazors 

We chose to start the design process by examining our new 
card mechanics. With over twenty different ideas on paper, 
we needed to whittle the number down. After some discus¬ 
sion, we chose fifteen mechanics to include in our initial 
design. The number was high, as we wanted to test as many 
variations as possible in the playtest stage. Also, in a show of 
solidarity; we agreed not to shave until we had completed 
the first version of the set. 

Let me explain the four mechanics that ended up in 
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Tempest as they were ini¬ 
tially conceived. 

• Shadow: (This creature 
can block or be blocked only 
by creatures with shadow.) 

Shadow was originally de¬ 
signed bv Mike to create a 
third front (after ground and 
air) which would add com¬ 
plexity in creature play. Ini¬ 
tially, the ability' was given 
to all five colors. 

• Buvback: (You may pay 
some additional cost when you 
play this spell. If you do y put it 
into your hand instead of your 
gra veyard as part of the spells 
effect.) Richard and I created 
buvback as an interesting 
twist to casting spells. Ini¬ 
tially, buybacks returned to 
the players hand at the end 
of the turn. 

• Slivers: Slivers were 
designed by Mike while 
kx>king at a Plague Rat one 
day What if there were crea¬ 
tures like Plague Rats, 
thought Mike, that shared 
other abilities with creatures 
of their own kind. Slivers 
were originally envisioned as 
pieces of a large creature that 
had been split apart. For this 
reason, the original Slivers were all named 
after body parts. There were eleven in all, 
five of which were common. 

• 1 .icids: Originally called I dee, I acids 
had an interesting evolution. I created 
cards that could be cast as either creatures 
or creature enchantments. This inspired 
Mike to create creatures that could turn 
into creature enchantments and then hack 
into creatures. The team was split on 
which version to include, but in the end 
we decided to try Mikes. 

After working on the mechanics, we 
spent the next two days looking through 
individual card ideas. If two or more of 
us didn’t like a card, it was removed from 
the list. By the end of our first pass, we 
had whittled the list down to four or five 
hundred. 

The next step was to start organizing 
card ideas into a rough outline of the 
set. The outline had been created by 
taking the parameters of the set, such as 
color, rarity, and card type, and filling in 


all the necessary holes. 
For example, in a set of 
330 cards (not counting 
basic lands), we decided 
to break down the rarities 
so that each color had 
twenty-three commons, 
nineteen uncornmons, and 
£ fifteen rares, with extra 
£ cards in each commonal- 
* itv going to multicolor, 
o artifacts, and lands. We 
then committed to a cer¬ 
tain number of spell types 
in each color. 

Although we had more 
card ideas than we needed, 
we found certain areas 
were lacking material. We 
were then forced to brain¬ 
storm to fill these empty 7 
slots. By the end of the 
week we managed to fin¬ 
ish the first version of the 
set (which was a good 
thing, as all of us needed a 
shave). 



We took our first version 
and printed playtest cards. 
Now came the tough job: 
playing with them. Fol¬ 
lowing Richards sugges¬ 
tions, we got a feel for the set by spending 
the first two weeks playing sealed games 
with just the common cards. Several 
things became apparent immediately. 
First, we realized that buyback had a lot of 
potential. This is when many of the basic 
buybacks such as Searing Touch (origi¬ 
nally known as Poke) were first created. 

Second, we realized that creatures with 
shadow' made the game very aggressive, as 
they influenced players to attack. To 
reduce the severity of this phenomenon, 
w'e decided to restrict shadow to three col¬ 
ors. We chose black, blue, and white, as 
they seemed appropriate for integrating 
the mechanic. Also, as “shadow” seemed 
out of flavor for white creatures, we 
changed the name of the ability' to “astral.” 

After two weeks, we mixed the uncom¬ 
mon cards into the playtest, and then a 
week later the rare cards. We plavtested 
for two months in all, playing several 
hours even' day. The hundreds of cumu¬ 
lative hours taught us much about the 
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burgeoning Tempest environment. For 
starters, it was fast. Real fast. Mike and I 
actually played a five-game series that 
took only ten minutes. We learned which 
mechanics were working and replaced 
those that seemed extraneous. Many of 
these replacements were defensive cards 
that we felt would help slow down 
Bogavhatis breakneck pace. Both Slivers 
and Licids proved to have high play 
value. After a little final tweaking, we 
handed in the final design version of 
Bogavhati It was time for development. 


Sot II does lo Eleven 

Once the design file was officially handed 
in, Joel picked the Bogavhati Develop¬ 
ment team: Henry Stern, Bill Rose. 
William Jockusch, Mike, and me. The 
idea was for the Development team to 
include some designers in order to repre¬ 
sent the intentions of the Design team, 
and some new eves to give the cards a 
fresh perspective. 

The Development team began by sil¬ 
ting down and going through the expan¬ 
sion card by card. Die initial reaction was 
that the set had too many things going on 
at once. Four of the eleven mechanics 
were weeded out, and the remaining 
mechanics were then dissected. 

We changed the buyback mechanic so 
that buvback spells return to the players 
hand immediately upon resolution. This 
allowed the cards to be used multiple 
times during the same turn. The Devel¬ 
opment team agreed that buybacks were 
one of the most interesting new mechan¬ 
ics and decided to increase the number in 
the set. 


Next wc turned our attention to the 
astral creatures. To differentiate them 
from other creatures and to avoid stale 
mate on the third front, we decided t 
make the astral creatures very offensive. 
They' were given higher powers and, with 
only a few exceptions, toughnesses of 1 
I his ensured that defense would prove 
problematic. Since we were making them 
more aggressive, we decided to change 
one of the colors for astral from blue to 
red, as red is rife with aggressive crea¬ 
tures. 'Phis decision was short lived, how¬ 
ever, and astral returned to blue. Finally 
due to the existence of “astral” cards in 
the MicroProse Magic game for the PC, 
we changed the word astral to “etheric.” 

Our playtesting led us to believe that 
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Slivers were powerful and would hr 
extremely popular. To offset their power 
we chose to equalize their number over 
all five colors, forcing Sliver decks to use a 
variety of colors. We removed the rare 
Slivers and replaced them with a cycle 

• one in each color) of uncommon* to go 
with the cycle of commons. For fun, we 
added an artifact Sliver that shares other 
Slivers' abilities but has none of its own. 

.Uthough a little fooling was done with 
riu- Licids to see what would happen if 
they carac back from their enchantment 
',tc tapped, the Licids were primarily 
left alone. The remaining two mechanics 
were developed, but it was eventually 
ivcided that buybacks, etherics, Slivers, 
•A Licids offered plenty for the 
' ;avhati player. One of the two extra 
r/ahanics was moved to the first 

_\ivhati expansion (although we left 
r.c card in as a taste of things to come) 

• Lie rhe other is tentatively scheduled 
•r next years stand-alone set. 


Ihis Is Only a Playlesl 

After the Development team spent a 
nth or two making the initial fixes, the 
:.irds were sent to outside play testers. 
Depending on the size of rhe set, the 
playtest stage can run anywhere from one to 
•verd months. Before playtest cards 
m sent out, the naming team did its 
• Ail pass to make presentable names for 
card. Poke, for example, was 
unged to Flame Touch (and later to 
Scaring Touch). 

1 he p!arresters each received an enve- 
. A stickers to be stuck on old Magic 
• ••tons and lands. The playtesters were 
. : ro play the cards in both sealed and 
truaed play. If a card was thought to 
broken, the playtesters were asked to 
it by building a deck with the card 
question. The Development team con- 
c.rrently did its own testing, and any 
P r riem cards were cither removed or 


jyMF 

To increase the impact of etherics on 
the scaled environment, the number of 
etherics was raised. To compensate, a 
number of etheric hosers were included 
in the set to help players deal with the 
etheric threat in a sealed game. 

As the set began to solidify, each card 
was given a name and an art description 
based on its function and flavor. This is 
generally done mid-way through the 
development process to insure that the 
artists have completed their work by the 
time the cards go into production. At this 
point the flavor text team began their 
work. 




dame, del, fflalch 

Playtest eventually came to an end and 
the Development team entered the final 
stages of development. This involves 
making sure all the pieces are coming 
together in a cohesive fashion. The cards 
arc templated, insur 
ing that the word¬ 
ing matches proper 
Magic phrasing 
and terminology. The card names, art, 
and flavor text am checked to make sure 
they fit the card power. 

At this point, the lead developer also 
works with representatives of other parts 
of the company to make sure the project 
advances smoothly. For instance, while 
the set is being developed, the Art 
department is busy commissioning the 
art. Editing is making sure all the lan¬ 
guage is effective and accurate, interna¬ 
tional is preparing to translate the card 
set into other languages, and production 
is buying supplies and arranging time at 
the printers to ensure that the cards get 
printed on time. All these parts must 
work together to meet the final deadline. 

As development 
was wrapping up, 
a few last adjust¬ 
ments were made. 


VVe decided to raise Searing Touch's buy¬ 
back cost from 3 to 4, while Whisper of 
the Muses cost was dropped down to 5. 
Editing alerted the Development team 
that the word “cthcrie^ does not work 
grammatically as a name for a creature 
ability', as it is an adjective and not a noun. A 
special meeting was called to conic up 
with another name for etheric. In the end, 
the top choice, ironically enough, was 
“shadow.”The name had come full circle. 

Finally, R&lD handed the final lists off 
to Editing. The set was still six months 
from being released, but all that time was 
needed for layout, production, printing, 
and distribution. At that point R&D 
started to work on Tempests first expan¬ 
sion. All that remained for them was to 
proof layout sheets before they were sent 
to the printers. 

The entire process took fourteen 
months and resulted in the expansion 
that, hopefully, you now own. And 
that, faithful readers, is how an 
expansion is made, -fc 


During 
the play- 

test stage, the Development 
- in. came to some more conclusions. 
Buybacks, originally priced using can- 
as models, were deemed under¬ 
fed. Searing Touchs buyback cost was 
t from 2 to 3. As a test, Whispers of 
* to Muses buyback cost was radically 


from 3 to 6. 














Gefrard's Battle Crr.teteWem*gMv™zf\ 
Ram to rescue Sea*^ Gerrard and rw creiw are sue 

lor Through hef hk with Crovax the dart angel 
S6ene has led toe warehrp lo toe Htertoertpfe 


kmjkwabtWy: The tetterbgtlcrv* controote ibe 
todays forces rdufrng the moggs that swarm 
die sty m search of 8* Legacy artfoeto-flneof 
wtyheKam 


Pacifism: Matotatomg his vow to never to? another 
bYtrrg being ; Kam otters no resistance as ttiemoggs 
scrnxir.d him attd haul bin back to toe Predator- 


Legacy's AHurKlte 

oftheresti ' I 


legerdemain: Spuee 8* 


Umt* 












Commander Grown ttetotoWaateW™* Ho Quarter Stools scatfer wtw Greven finely fr«Js SadbfcOac Dung toe 

' smuggles to f>oto toe rr^eR * bay. ton Predator’s Gemard and doses«on the Hfcatoer^fscapfcM ooiearm strtces home, a* 

a»nmander.Gfr^:"^c, boards thesty toperson- ton Istoe sty's rafeig Gr 




r^l 

^ »i 


■ I 


ra 


KMl 




Tempest is the first card set to illustrate its 

to finish in its artwork. But why explain 




*aM if-Dat Ueamvf*. on Board tie 

Grcwn’s first mate sms a pnme opportune tend ton- 

9 ^ of Grevec and gas» oooxsand c# 

nrtsed.Heortentoe^’scamorssbcfrsOontoe 


Capsto The Mtef&fgtt tes i/xto toe ternjge of 
tie fror toe totes* desfadirng toe smaAer ship. 


Sudden Impact The biases from toe Predator scatter Abandon Hope nf rtunafcfy Hm -s to t 

anies and enemies aS^ Caugm off guard by the save Gegart He dtappetfsdNR toted* tto 

blast Serrard plunges over toe WesMghts side. toy* as she watches he<*$$h 
reaching for Hanna as she toes to save him. 


? 


i 



Tahngarth’s Rage "3 r<*j aimpM?c me toteJr* 
retreats from toe crippled Mfestotyftt but toe awio- 
taj Tahngarth s not wftng to let < go so east* He 
tesps to toe enemy sty as it puts away 



Broken Fit: Gerard's takntotoe dark forest is broken 
by the cense fote§e but drs^-s unwanted at&bon 
fmmanewewrfHTw^ 




Sturt The htoeous merfak are dencensoiRootwater, 
toe mareMfce body water Skyshrcud Forest sfe 
upon The roerfo* 3*toc* but Gerard breaks free with 
3 wet'-ptaced tycvtr to the first attacks^. 



Ufa 


Skyshfoud Forest BeAow toe Mo ft 

Buck forest 0* Skyshroud Gerradpi 
these dsrt woods, cresting Snughtertesj* 

brush to the muck beta* 



Oracle on-Vec: After e*jong toe fioccrtter is 

Gerrard tads wed ante* a g 
on 3 psignmage through S 
toe Oracle, befcevesG* 
toeKorvecdaL 
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VscfetfGerard s wounds and -Tvita him 
jk titf?*n®5wr»9telier waytotoedfegeoftte 
;> 



Mogg Conscripts: Meanwhile or board the ftecfeftr, 
Tafmgarth has managed to find Karn, the two are 
spotted t* nxjggs Vittoe attempting to esc^e. 



yptiwxrtaftobegn to pursue the pair 



lafeniSpri^OaoetK shapeshifter isdsoiiHanna 
*cs v~:: i nearby scrng. but the rawing water 
rr*-:s :•/ appoac^ of yet arwtner enenr,-. . 


! 

Mini’s Guile: sing her cat warrior s*2$. Mm -eads 
Hanna deeper into the forest to an effort to lost; the 
wartiounds and their e^en rklefs. 



Elvish Fury. the SkyshfoiKj efves. The ^ves attack, 
surprising Hanna and Mim and taking to prisoner. 




Hand to Hand: Once cornered. fetangartfi f*ghts fen>- 
ctafiijf agamst toe moogs. but soon Graven tetecjons 
to&fiatfe and the fide toms agamst toe mtatew. 



Giant Strength: The crippled ♦ ¥ea?r&#x lands to 
Skyshroud to begcr repairs. As Hanna and Wsrn head 
(rft si search of Genarct. who mey be*e*e may be dead, 
Orim notes Cravat's seemingly inhuman strength as 
tiey tend the wounded 



Unstable Shapeshlfter Even as tney etode the porso- Gallantry: The shaposTiifter attacks, change its 
iig eivre, Hanna and ttm ariderfr fad thmsetos appearance sgato, aad sends l^riapran^ Hanna 

confronted try an odd creature that tries to rotate Onto stops in to her Km frcm the nwstro&ty. 

cf their features. kftngit 

’ , _ ■:' 



Badamri, Lord of leaves; hey are token aefcra the Insight GeranJ exp&ns hes rwssion to Badamri. con- 

elver, ford. Badamn. who has fust referred rto his wicing the lord of Leaves tehee Hanna wxfMtoi 

court (to visitors: the Vec.. .and Gerard. 





**** ; forces haw discovered and $ur- 
, wtok r€ t*< Eladamn—now altoed 

■<» >~irt and tie tfec—e able to recatf fiiem before 

VrS* < 



Reap: Once cam has beer, restored, Serrard. Badamri 
Starke the Oracle erMfec. and the others srt &m 
to cfccuss GerrartTs plans for reacting Math’s 
stron^wto 



Duplicfty: Starke begsis to suspect that trte Oracle 
has recognized him as a servant of Wrath , and he 
Diets to assassinate the aid woman. ItomateV he s 
forced to abandon fos intentions when her bodyguards 
unexpected return. 



Heim of Possession: Weanwfoie the ftafetorhas 
returned to Votrath's stronghold, where toe erc evfccar 
hansetfawatshis prizes. 




Torture Chamber Certesn that Gerrarti is not dead and 
w$ come for las compancns. Voirath imprisons toe 
mtrctaur arte tile golem in his torture chamber. 



. JJIHliPHPPiPWw 1 . > 

Voirath’s Curse: In time the evtocar turns hs attention Propaganda: and for tern. menta ; torture 
to his two pnsooers For Tahngarto, physical torture.. 
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Sottan tmtssary: mat vumniwi&u 


Intultioci: Jsing anient lexis, Gnm the Samite nosier 
$ afc*e to tanstete the runes surroufomg portal. 
She tens foe ere* that onty powerful mage can manip- 
jtate foe dews 


Whispers of the Muse: As the crosses 

Ftetn teswg ihe portai, Grcwax teete to dmv»- cf 

Sefcnsa the dark angei ne has fodowed tQ Ratn. 


cor^ranted by the rrrysterious So?tari. 




Cinder Marsh:The 

Marsh, ported by vent&tfondLtfs that lead to foe Fur- 
nace of Rath beneath Voirafo $ mountain The ducts are 
a back-door route to the stronghold. recornmerxfed by 
both Eladamn and Starts. 


Wf ww »»» K • i *v m y . T ORJ 

nto her wrid—foe world of the 
&y things caught between Dorrwiaria and ftaf. 


Mtttte Star JW ttyrt 9* OMo ter 

8*i«a*l«Sha: 


Soitari Priest FoScmnng dractons pro**0ed by 
Badafnn the Jf«g»£ri ( a! r ? ) ^ c ^ arn«5 at a mysienotJS 
portal pestaps tie ertymeans fcffoe styto fere 
ftath Iter armai b noted by strange shatow tangs. 

-rn 


Reality Anchor brt* then does the sane to L?ra. 

her itrso me *reahty" of Ram The two can then 
begin to osobs foe pfeght of the Solan ard Lyna's 
rterestei fie portal 



Disenchant: Hanna destroys ttye ^tilsaa) sitters, byt Clot Silver; Soon enough. Hanna reaazesfoat thesiiv- interdict Item to H^a'sc^klhi^ungthecrew Furnace of Rath *• . 

osiers keep coming. undaunted, ers must be separated in order to be beaten. ssabfoto defeat the severs and travel deeper into scakfcv; Furnace wtee tie *>: e*on :*< ’ - 

Math's mounted bound for the stronghold. 


0 


i 



Kindfo: Gerrartf, Crwax. and the others scramble to put 
cut Ores that begw aS over the decks. Crew members 
cry out v) agony’ as foey battle tie raging flames 



Havoc Chm focuses the wrath of the Furnace on her- Death Pits of Rath: The WmtieriigtJt leaves behind fl* 
seif when she uses her white magic to heal injured Furnace and sate on info foe Death Pits, where torritfe 
erw members. monstrosities begin to awaken below. 




Hero’s Resolve: Garrard stands hs grojnc against toe Orim's Prayer. With the Sanste htaerts biessng to 
carxrjettes as Uwy close m on him. gnrsng tne rest back him, Gerrarti charges no the midst of the car¬ 
te crew bine to get below deck to safety nonetses. destroying As he and Onm lum to 

escape below Gerard realizes MSqueessftlon 
deck! 
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Tne following members of Wizards of the Coast’s Research & Development team worked hand-in-hand on 
the Tempest expansion. Here’s a look at who they are and what makes them tick {in alphabetical order)' 


B "Charlie doesn t want cards that 
are gonna cause trouble. He sig¬ 
nals hs displeasure by crushing 
them with hts softbaB bat" 

-SKHASD GARFIELD 

Age: 33 

Education: University of 
Pc*.*:>v}vjnia, *88, Biology 
&e£*r AGfVjig at Wizards: February ’95 
job r«poftsib®ties: “Play games.” 

Other ?xpanaons worked on: “I playtested 
rig - .! M-agic and let Age. helped 
jevc! r //cmefands and Alliances. 
beipe • design Visions, and helped 
: and develop Mirage. " 

Fawrite expansion set of alt time: Alliances. 
beta: 1 was so thoroughly involved 
rr. ik;. Tpment and playtesting, and 
then • vn. s> many interesting (read: 
hi r - card* with which ro build 
■ deck? znd play.” 

Three fawnte cards in Tempest: 
i Dis 5 s *: “Who in the world 
a . . dn’i want to stop an opponent 
rr *: playing a spell and draw a 
card to boot?" 

\M;e .. Severance: “Its got to he 
__ broken. 

: X4B: “it’s a spell so good you can 
. fu-it call it by its casting cost.” 

gasped of working on an expansion: 


T4fc?s mysterious and unpre- 
(ktabk. s trangefy familiar 

Cokfond cakufobng, yet not 
without a heart" 

-BfCHABD GAMFIFW 

Age: 35 

Education: California 
BSv hnic Institute, ’86, Biology 
&ej^ -verting at Wizards: January ’96 
^rc^oiTs2>toies:“Desigti and devel- 
op-r.cu:. and project manager for 

Ofte expansions worked on: Alliances. 

V."■ 17 r>w. Portal. Weatberlight, 

iy r . Liuhn. and Vanguard. 

expansion set of all time? 'Tempest. 
fkstgh ! m probably a little biased 
ftocc I vi;J a tat of design work on 

Norite cards in Tempest. 

* hiving Death: “Its a fun combo 
card that interacts with sacrificial 

• creatures." 

* Aluren: "I like alternate casting- 
w* trechanisms.” 

■ *nx 1 s Tome: “Another good combo 
card* 

^«pec* of working on an expansion: 

IXtigning new cards and seeing 
the players react to them once 
f printed.” 




"Watching Richard design is like ‘ 
watching a magic oct. Amazing 
things appear and you wonder I 
where they came from.' 

-MMKXOSEWAT£8 \ 

Age: 34 

ILSSHI Education: University’ 
of Pennsylvania, ’93. Ph.D. Mathe¬ 
matics (combinatorics) 

Began working at Wizards: From the 
beginning 

lob responsibilities: “New game develop¬ 
ment, JRStD vision.” 

Other expansions worked on: Arabian 
Nights, 

Favorite expansion set of all time: “ Alliances. j 
I con sidcr this expansion the first t 

‘modern’ expansion. It was loaded 
with good ideas and got all the ele¬ 
ment s of a good expansion correct.” , 

Three favorite cards in Tempest. 

Unstable Shape shifter: “A cool 
combination card with some weird 
possibilities.” 

Knu : \ Meddling: “IVe wanted a 
time-delay effect of this sort for a 
w hile. This card recks of amusing 

situations.” 

Marble Titan: “I like the humor of 

this card.” 

Best aspect of working on an expansion: 
“Every time I play Magic and wish I 
could do something [different] but 
can’t, 1 make a mental note. Working 
on .in expansion allows me to clear 
that mental notebook.” 


“WSkam is a cross between 
Sleepy and Einstein.' -bill boss 



October ’95 


Age: 30 

Education: Carleton 
C< >llege, ’88, A lath 
Began working at Wizards: 


Job responsibilities: “Create card text for 
Magic expansions; discover as many 
‘broken’ cards as I can before they* go 

ro print.” 

Other expansions worked on: Alliances. 
Min:gt\ Visions. Portal. Weatberlight. 
Fifth Edition, .ind Vanguard 
What's your favorite expansion set of all time? 
“Ar Age. because it introduced 
cantrip'*, which represent the best 
new concept that’s been added to the 
game.” 

Three favorite cards in Tempest 
Whispers of the Muse: “Because all 
Magic players think it ’s a weak 
card — and they ’re all wrong.” 

I UroV Resolve: “Because it shows 
there max' yet be hope for creature 
enhancements.” 


■ Winds of Rath: “See Hero’s 
Resolve.” 

Best aspect of working on an expansion: 
“Building a deck with some broken 
card, then beating on the card’s 
designer with it.” 


~tf Bid can't get what he wants 
one way.heH get it another 
way.' 


-WILLIAM JOCKUSCH 


FI 

Age: 

Wi Education: University of 

' Pennsylvania, ’86, 

Economics 

Began working at Wizards: October ’95 
Job responsibilities: “Sometimes an 
expansion lead designer and devel¬ 
oper; sometimes just an R&D grunt.” 
Other expansions worked on: “Alpha—I 
was one of the original plavtesters. I 
also plavtested Ice Age. and was on 
rhe Development team tor Alliances. 

I was the lead designer and lead 
developer for Mirage, Visions, and 
Portal. I’ve also worked on Weather- 
light . and Fifth Edition. " 

Favorite expansion set of all time: “Code 
name: Power Lunch. It hasn’t been 
published yet, but Juzam would get 
its butt kicked in Power Lunch. The 
experimental Ibwer Lunch is being 
designed for one player to take on 
two opponents working as a team.” 
Three favorite cards in Tempest. 

51 Dismiss: “My two favorite things 
are drawing cards and countering 
sj>cils.” 

Dregs of Sorrow: “The next best 
thing is killing the creatures 1 
couldn’t counter and drawing 
cards.” 

■ Avenging Angel: “The card most 
likely to drive my opponent mad.” 
Best aspect of working on an expansion: 
“Taking a jumbled collection of cards 
and ideas, and turning them all into 
Mirage ox Tempest.” 


‘Getting an idea from Mark is 
kke trying to take a drink from a 
firehose' -skhaso gabfield 

Age: 30 

Education: Boston Uni¬ 
versity, ’89, Broadcast 
and Film (Major Screenwriting; 
Minor Creative Writing) 

Began working at Wizards: November ’95 
(freelance: February ’94) 

Job responsibilities: “Game designer and 
dcveloj>er for Magic; editor in chief of 
The Duelist; co-author of the 
H ’ej/herlight saga; and jack of all 
trades at all Pro Tour events." 



Other expansions worked on \ Alliances. 
Mirage. Visions. Weatberlight. 
and Vanguard. 

Favorite expansion set of all time: Tempest 
Three favorite cards in Tempest: 

■ Scragnoth: “I dreamed up the idea 
of an uncountcrable creature three 
years ago and have been dying to 
sec it make it into the game.” 

* Duplicity” “Another wacky idea 
that gnawed at me for more than 
a year.” 

k 19 Recycle: “1 love caais that have 
. the potential to spawn weird deck 

types.” 

Best aspect of working on an expansion: 
“Seeing the audience’s response when 
the set finally comes out.” 


y 


"If its not a Type II card, 
Henry couidn 1 care less 
about it' 


-BILL BOSE 


n 

A » Age: 29 

I Education: UCLA. ’90. 
jj flBk. jHI Engineering, M. S. ’92 

Began working at Wizards: August ’96 
Job responsibilities: “Magic design and 
development, events.” 

Other expansions worked on '.Alliances 
(pi ay tester), Visions, and Weatberlight. 
Favorite expansion set of all tim e: Arabian 
Nights 

Three favorite cards in Tempest. 

Mana Severance: “High risk, high 
| reward.” 

■ Living Death: “A great card since 
decks can be built around it.” 

* Selenia, Dark Angel: “She’s big, 
she flies, and she’s tough to kill.” 

Best aspect of working on an expansion: 

“1 laving a hand in determining 
Magic’s future.” 


Horn never thinks the cards are 
too complex. He understands 
them' -mike Elliott 

Age: 26 

Education: UC Santa 
Cruz, ’92, Linguistics 
Began working at Wizards: December ’94 
Job responsibilities: “Oversee the rules 
for all Wizards TCGs, create and 
maintain the Oracle, design and 
devcl* >pment for BattleTcch, whack 
deserving people upside the head.” 
Other expansions worked on: Ice Age and 
Alliances, 

Favorite expansion set of all time: Mirage. 
Best aspect of working on an expansion: 
“Not actually being involved in 
design or development leaves me 
plenty of time for games I’d rather 
be working on.” 
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Abandon Hope 

Sorcery 

Aian Pokack 

U 

■ 2. 

Bellowing Fiend 

Summon Spim 

Jim Neison 

R 

■ 3. 

Blood Pel 

Summon Thru! 

Brom 

C 

■ 4 

Bounty Hunter 

Summon Mmon 

Brian Sn&My 

R 

■ 5 

Camooette 

Summon Skeleton 

Pete Venters 

R 

■ 6 

CM Sltver 

Summon Sliver 

Jeff Laubercstem 

C 

■ 7 . 

Coercion 

Sorcery 

Pete Venters 

C 

■ 8. 

Coffn Queen 

Summon Wizard 

KajaFogio 

R 

■ g. 

Commander Graver tf-Vec 

Summon Legend 

Kev Walker 

R 

■ it). 

Corpse Dance 

Instant_ 

Brian Snoddy 

R 

■ it. 

Dark Banishing 

Instant 

John Matson 

C 

■ 12. 

Dark Ritual 

Mana Source 

Ken Meyer. Jr. 

C 

■ 13. 

Darkling Stalker 

Summon Spirit 

Susan Van Camp 

C 

■ U. 

Dauthi Embrace 

Enchantment 

Andrew Robinson 

U 

■ 15 

Dauthi Ghoul 

Summon Zombie 

Tom Kyffin 

U 

■ 16. 

Dauthi Horror 

vSummon Beast 

Jeff Laubenston 

c 

■ 17 

Dauthi Marauder 

Summon Minion 

Andrew Robmson 

c 

■ 18. 

Dauthi Mercenary 

Summon Knight 

Matthew WKson 

u 

■ 19 

Dauthi Mindripper 

Summon Minion 

L. A. Williams 

u 

■ 20 

Dauthi Slayer 

Summon Solder 

Dermot Power 

c 

■ 21 

Death Pits of Rath 

Enchantment 

Jooi Biske 

R 

■ 22. 

Diabolic Edict 

Instant 

Ron Spencer 

c 

■ 23. 

Disturbed Buna* 

Sorcery 

Heather Hudson 

c 

■ 24. 

Dread of Night 

Enchantment 

Richard Thomas 

u 

■ 25 

Dregs of Sorrow 

Sorcery 

Thomas Gianm 

R 

■ 26 

Endless Scream 

Enchant Creature 

Joel Beke 

C 

■ 27. 

Enfeebiement 

Enchant Creature 

D. Alexander Gregory 

C 

■ 28 

Evincar’s Justice 

Sorcery 

Hannibal King 

c 

■ 29. 

Extinction 

Sorcery 

Una Flicker 

R 

■ 30 

fevered Convulsions 

Enchantment 

Jeff Miracoia 

R 

■ 31 

Gravedigger 

Summon Zombie 

Dermot Power 

C 

■ 32 

imps'Taunt 

Instant 

Coiln MacNeil 

U 

■ 33. 

Kflzzerdrlx 

Summon Beast 

Matthew Wilson 

R 

■ 34 

Knight of Dusk 

Summon Knight 

Ron Spencer 

U 

■ 35. 

Leeching Licid 

Summon Licid 

Joel Biske 

U 

■ 36. 

Living Death 

Sorcery 

Charles GAlespie 

R 

■ 37. 

Maddening imp 

Summon Imp 

Z3na Saunders 

R 

■ 38. 

Marsh Lurker 

Summon Beast 

Tom Kyffin 

C 

■ 39 

Mwdwhip Sliver 

Summon Sliver 

Jeff Miracoia 

U 

■ 40. 

Minton of the Wastes 

Summon Minion 

Scott Kirschner 

R 

■ 41 

Perish 

Sorcery 

Rebecca Guay 

U 

■ 42 

Pit Imp 

Summon Imp 

PM Foglio 

C 

■ 43. 

Rain of Tears 

Sorcery 

Charles Gflespie 

U 

■ 44 

Rats of Rath 

Summon Rats 

John Matson 

C 

■ 45 

Reanimate 

Sorcery 

Robert Bkss 

U 

■ 46 

Reckless Spite 

|:"J tit 

Pete Venters 

U 

■ 47 

Sadistic Glee 

Enchant Creature 

Pete Venters 

C 

■ 48 

Sarcomancy 

Enchantment 

Daren Bader 

R 

■ 49. 

Screeching Harpy 

Summon Beast 

Una Ricker 

U 

■ 50 

Servant of Voirath 

Summon Minion 

BnanSnSddy 

C 

■ 51. 

Skyshrood Vamprc 

Summon Vampire 

Gary Leach 

U 

■ 52 

SouJdrinker 

Summon Spirit 

Dermot Power 

U 

■ 53. 

Spinal Gran 

Enchant Creature 

Ron Spencer 

C 

■ 54. 

Benthic Behemoth 

Summon Serpent 

Jim Nelson 

R 

■ 55 

Capsize 

Instant 

Tom Wanerstrand 

C 

■ 56. 

Chll 

Enchantment 

Grog Simanson 

U 

■ 57. 

Counterspell 

Interrupt 

Stephen Daniete 

c 

■ 58. 

Dismiss 

Interrupt 

Donate Gtancoia 

u 

■ 59. 

Dream Cache 

Sorcery 

Phi Foglio 

c 

■ 60. 

Duplicity 

Enchantment 

Dan Frazier 

R 

■ 61. 

Ertai's Meddling 

Interrupt 

Steve Luke 

R 

■ 62 

Escaped Shapeshifter 

Summon Shapeshifter 

Douglas Shuier 

R 

■ 63 

Fighting Drake 

Summon Drake 

DiTerlizzI 

U 

■ 64. 

Fyiamarid 

Summon Beast 

Una Fncker 

U 

■ 65. 

Gaseous Form 

Enchant Creature 

Roger Raupp 

C 

■ 66. 

Giant Crab 

Summon Crab 

Tom Kyffin 

C 

■ 67. 

Horned Turtle 

Summon Turtle 

DiTerlizzi 

C 

■ 68. 

Insight 

Enchantment 

Ron Chironna 

U 

■ 69. 

Interdict 

Interrupt 

Jeff Laubenstem 

U 

■ 70. 

Intuition 

Instant 

April Lee 

R 

■ 71. 

Legacy's Allure 

Enchantment 

Daren Bader 

U 

■ 72. 

Legerdemain 

Sorcery 

Daren Bader 

U 


Mara Severance 
Manta Riders 

75. Mawcor 

76. 


Sorcery 

Summon Merfoik 
Summon Beast 


Terese Nielsen 
Kaja Foglio 
John Matson 


Meditate 

Mnemonic Silver 
Power Sink 
Precognition 
Propaganda 


Instant 

Summon Sliver 
Interrupt 
Enchantment 
Enchantment 


Susan Van Camp 

Randy Galegos 
Jeff Miracoia 
Jeff Mvacoia 
Jeff Miracoia 


Rootwater Diver 
Rootwater Hunter 
Rootwater Matnarch 
Rootwater Shaman 
Sea Monster 




j|f“ **“'“*■ 

CARD NAME 

TYPE 

ItlilSTRATOR 

RABITl 

■ 86. 

Shadow R/ft 

instant 

Adam Rex 

c 

■ 87. 

Shimmering Wings 

Enchant Creature 

Steve Luke 

c 

■ 88. 

Skyshrood Condor 

Summon Bird 

Doug Chaffee 

u 

■ 89. 

Spell Blast 

Interrupt 

Steve Luke 

c 

■ 90. 

Steal Enchantment 

Enchant Enchantment 

Hannibal King 

u 

■ 91. 

Stinging Lic:d 

Summon Licid 

Paolo Parente 

u 

■ 92. 

Thalakos Dreamsower 

Summon Wizard 

Susan Van Camp 

U 

■ 93. 

Thalakos Mistfolk 

Summon Illusion 

Richard Kane Ferguson 

c 

■ 94. 

Thalakos Seer 

Summon Wizard 

Hon Spencer 

c 

■ 95. 

Thalakos Sentry 

Summon Soldier 

Andrew Rooinson 

c 

■ 96. 

Time Ebb 

Sorcery 

Thomas M. Baxa 

c 

■ 97. 

Time Warp 

Sorcery 

Pete Vfenters 

R 

■ 98. 

Tradewwid Rider 

Summon Spirit 

John Matson 

R 

■ 99. 

Twitch 

Instant 

DiTerlzzi 

C 

■ 100. 

Unstable Shapeshifter 

Summon Shapeshifter 

Terese Nielsen 

R 

■ 101. 

Voirath s Curse 

Enchant Creature 

Daren Bader 

C 

■ 102. 

Whim of Voirath 

Instant 

Anthony S. Waters 

R 

■ 103. 

Whispers of the Muse 

instant 

Qwnton Hoover 

U 

■ 104. 

Wind Dancer 

Summon Faerie 

Susan Van Camp 

u 

■ 105. 

Wind Drake 

Summon Drake 

Greg Simanson 

c 

■ 106. 

Winged Sliver 

Summon Sliver 

Anthony S. Waters 

c 

■ 107. 

Aluren 

Enchantment 

April Lee 

R 

■ 108. 

Apes of Rath 

Summon Apes 

Jeff Laubenstem 

U 

■ 109. 

Bayou Dragonfly 

Summon Insect 

DiTerlizzi 

C 

■ 110. 

Broken Fall 

Enchantment 

Z»na Saunders 

c 

■ 111. 

Canopy Spider 

Summon Spider 

Christopher Rush 

c 

■ 112 

Charging Rhino 

Summon Rhino 

Daren Bader 

u 

■ 113. 

Choke 

Enchantment 

Terese Nielsen 

u 

■ 114. 

Crazed Armodon 

Summon Elephant 

Gary Leach 

R 

■ 115. 

Dirtcowf Wurm 

Summon Wurm 

Dan Frazier 

R 

■ 116. 

Earthcraft 

Enchantment 

Randy Gallegos 

R 

■ 117. 

Eladamri's Vineyard 

Enchantment 

Ron Chironna 

R 

■ 118. 

Eladamri. Lord of Leaves 

Summon Legend 

Ron Chironna 

R 

■ 119. 

EJven Warhounds 

Summon Hounds 

Kev Walker 

R 

■ 120. 

Elvish Fury 

Instant 

Quinton Hoover 

C 

■ 121. 

Flailing Drake 

Summon Drake 

Heather Hudson 

U 

■ 122. 

Frog Tongue 

Enchant Creature 

Phil Foglio 

C 

■ 123. 

Fugitive Druid 

Summon Druid 

Quintan Hoover 

R 

■ 124. 

Harrow 

Instant 

Enc David Anderson 

U 

■ 125. 

Heartwood Dryad 

Summon Dryad 

Rebecca Guay 

C 

■ 126. 

Heartwood Giant 

Summon Giant 

Randy Etoott 

R 

■ 127. 

Heartwood Treefolk 

Summon Treefolk 

Daren Bader 

U 

■ 128. 

Horned Sliver 

Summon Sliver 

L. A. Williams 

U 

■ 129. 

Krakilir 

Summon Beast 

Richard Kane Ferguson 

U 

■ 130. 

Mini's Guile 

Enchantment 

Brom 

R 

■ 131. 

Mongrel Pack 

Summon Hounds 

Jeff Mracota 

R 

■ 132. 

Muscle Sliver 

Summon Sliver 

Richard Kane Ferguson 

C 

■ 133. 

Natural Spring 

Sorcery 

Susan Van Camp 

C 

■ 134. 

Nature's Revolt 

Enchantment 

Donate G*aoco(a 

R 

■ 135. 

Needle Storm 

Sorcery 

Vai Mayerik 

U 

■ 136. 

Nurturing l *Cid 

Summon Licid 

Mark Poole 

U 

■ 137. 

Overrun 

Sorcery 

Jeff Mracda 

U 

■ 138. 

Pincher Beetles 

Summon Insects 

Stephen Damete 

C 

■ 139. 

Rampart Growth 

Sorcery 

Tom Kyffin 

C 

■ 140. 

Reality Anchor 

instant 

Randy Ga#egos 

C 

■ 141. 

Reap 

Instant 

Ron Chironna 

u 

■ 142. 

Recycle 

Enchantment 

PMFogfk) 

R 

■ 143. 

Respite 

Instant 

Rebecca Guay 

C 

5 144. 

Root Maze 

Enchantment 

Rebecca Guay 

R 

■ 145. 

Rootbreaker Wurm 

Summon Wurm 

Richard Kane Ferguson 

C 

■ 146. 

RootwaAa 

Summon Lizard 

Roger Raupp 

C 

■ 147 

Scragnoth 

Summon Beast 

Jeff Laubenstein 

U 

■ 148. 

Seeker of Skybreak 

Summon Elf 

Daren Bader 

C 

■ 149. 

Skyshrood Elf 

Summon Elf 

Jeff Miracoia 

C 

■ 150. 

Skyshrood Ranger 

Summon Elf 

Steve Luke 

c 

■ 151. 

Skyshrood Troll 

Summon Giant 

Matthew Wtison 

c 

■ 152. 

Spike Drone 

Summon Spike 

Charles Gtfespie 

c 

■ 153. 

Storm Rent 

Enchantment 

WiUtam O'Connor 

u 

■ 154. 

Trained Armodon 

Summon Elephant 

Gary Leach 

c 

■ 155. 

Tranqt i ty 

Sorcery 

Margaret Ongan-Kean 

c 

■ 156. 

Trumpeting Armodon 

Summon Elephant 

Gary Leach 

U 

■ 157. 

Verdant Force 

Summon Elemental 

DiTerlizzi 

R 

■ 158. 

Verdigris 

Instant 

Zina Saunders 

U 

■ 159. 

Winter's Grasp 

Sorcery 

Tom Wanerstrand 

u 

* 160. 

Qraccpiasm 

Summon Shapeshifter 

Andrew Robinson 

R 

■ 161. 

Lobotomy 

Sorcery 

Thomas M. Baxa 

U 

• 162. 

Ranger an-Vec 

Summon Soldier 

Randy Eliott 

U 

■ 163. 

Segmented Wurm 

Summon Wurm 

Jeff Mracoia 

U 

164. 

Seienia. Dark Angel 

Summon Legend 

Matthew Wilson 

R 

165 

Sky Spirit 

Summon Spirit 

Rebecca Guay 

U 

» 166. 

Soitari Guerrillas 

Summon Soldiers 

V& Mayer; k 

R 

■ 167. 

Spontaneous Combustion 

Instant 

Doug Chaffee 

U 

■ 168. 

Vhati //-Dal 

Summon Legend 

Ron Spencer 

R 

* 169. 

■ 170. 

'Wood Sage 

Aftershock 

Summon Druid 

Sorcerv 

Paolo Parente 

Hannihai Kirn 

R 

ft 





































































































For your convenience, weVe listed Tempest cards by color. Nonland Tempest cards are printed in three 
rarities: common, uncommon, and rare. The projected average distribution for a Tempest booster is 
eleven commons, three uncommons, and one rare. Actual distribution may vary. 


226. 

227. 

228. 
229. 

230s 

231 
232. 
233 
. 234. 
235 


236 

237 
238. 

239 

240 


Armor SWer 
Armored Pegasus 
Auratog 

Avenging Angel 
Pete of Pro tection: Black 
Pete of Protection. Blue 
Pete of Protection: Green 
Pete of Protection: Red 
Pete of Protection Shadow 
Pete of Prote ctio n: White 
Cfergy en-Vec 
Purchaser Eagle 
Disenchant 
Ekte Javelmeer 
Field of Souls 


Summon Sliver 
Summon Pegasus 
Summon Atog 
Summon Ar>gef 
Enchant ment 
Enchantment 
Enchantment 
Enchantment 
Enchantment 
Enchantment 


Scott Kirschner 
Una Frlcker 
Jeff Miracota 
Matthew Wilson 
Haro l d McNeill 
Harold McNeil 
Harold McNefll 
Harold McNeill 
Harold McNeill 
Harold McNeill 


Summon Cleric 

Summon Bird 


Summon Soldier 
Enchantment 


241 

242 
243. 
244 

245. 

246. 
. 247. 

243. 
. 249. 
250 

. 251. 

252. 

253. 

254 

255 


Picketing Ward 
Gatentry 

Gerard's Battle Cry 
Hanna s Custody 
Hero's Resolve 


Enchant Creature 

Instant 
Enchantment 
Enchantment 
Encfiant Creature 


Heather Hudson 

Una Pricker 
LA Williams 
Mark Poole 

_Riclw^^_fergiiisor^ 

Greg Simanson 
Douglas Shuler 
Val Mayorik 
DiTeiUzzi 
Pete Venters 


Hum Arty 
tovUneraWity 
KrkghtofDawn 
Light of Day 
Mamie Titan 


Enchantment 

Instant 

Summon Knight 
Enchantment 
Summon Giant 


Phi Foglio 

Brian Snoddy 
Ron Spencer 
Drew Tucker 
Brom 


Master Decoy 
Mounted Archers 
Oracle en-Vec 
Orirr/s Prayer 
Ortm. Sarorte Heater 


Summon Soldier 

Summon Soldiers 
Summon Wizard 
Enchantment 
Summon Legend 


Ptwl Foglio 
Kev Walker 
Dan Frazier 
Donato Gtanccfa 
Kaja Foglio 


■ 171. 

Ancient Runes 

Enchantment 

Susan Van Camp 

U 

□ 256. 

Pacifism 

Enchant Creature 

Adam Rex 

C 

■ 172. 

Apocalypse 

Sorcery 

L. A. Williams 

R 

□ 257. 

Pegasus Refuge 

Enchantment 

Kev Walker 

R 

■ 173. 

Barbed Sliver 

Summon Sliver 

Scott Kirschner 

U 

□ 258. 

Quickening Lictd 

Summon Ucid 

Andrew Botonson 

U 

■ 174. 

Blood Frenzy 

instant 

Paolo Par ents 

C 

□ 259. 

Repentance 

Sorcery 

Ron Spencer 

U 

« 175 

Bod 

Instant 

Jason Alexander Behnke 

U 

□ 260. 

Sacred Gutoe 

Summon Clenc 

Zma Saunders 

R 

B 176 

Canyon Drake 

Summon Drake 

Quinton Hoover 

R 

261. 

Safeguard 

Enchantment 

Thomas M. Baxa 

R 

a 177 

Canyon Wkicat 

Summon Cat 

Gary Leach 

C 

□ 262. 

Serene Offering 

instant 

Paolo Parents 

U 

a i7a 

Chaotic Goo 

Summon Ooze 

L A Williams 

R 

□ 263. 

SoStan Crusader 

Summon Knight 

Randy Gallegos 

U 

a 179. 

Crown of Ramos 

Enchant Creature 

William O'Connor 

C 

□ 264. 

Sottari Emissary 

Summon Soldier 

Adam Rex 

R 

a iso. 

Deadshot 

Sorcery 

Heather Hudson 

R 

n 265. 

Softart Foot Soldier 

Summon Soldier 

Janet Auiisio 

C 

a i8i. 

Enraging Lcid 

Summon Lic [ d 

Doug Chaffee 

U 

□ 266." 

Softart Lancer 

Summon Krught 

Matthew Wilson 

C 

a i 82 . 

Firefly 

Summon Insect 

Stephen Daniele 

U 

□ 267. 

Sottari Monk 

Summon Clenc 

Janet Auiisio 

U 

a i83. 

Firesanger 

Summon Wizard 

Jeff Reitz 

C 

O 268 

Softart Priest 

Summon Cleric 

Janet Auiisio 

U 

a i84. 

Fiowstone Giant 

Summon Giant 

Joel Biske 

C 

. 269. 

Sottan Trooper 

Summon Soldier 

KevWafcer 

C 

a t85. 

Fiowstone Salamander 

Summon .Salamander 

Daniel Geton 

U 

r: 270 

Spirit Mirror 

Enchantment 

D Alexander Gregory 

R 

a 186. 

Fiowstone Wyvem 

Summon Drake 

Stefihen Daniele 

R 

:: 27i. 

Staunch Defenders 

Summon Soldiers 

Mark Poole 

U 

a 187. 

Furnace of Rath 

Enchantment 

John Matson 

R 

□ 272. 

Talon Sliver 

Summon Sliver 

MrkeRaabe 

C 

a 183. 

Giant Strength 

Enchant Creature 

Pete Venters 

C 

□ 273. 

Warmth 

Enchantment 

Drew Tucker 

U 

a i89. 

Goblin Bombardment 

Enchantment 

Brian Snoddy 

U 

□ 274. 

Winds of Rath 

Sorcery 

Drew Tucker 

R 

a i90. 

Hand to Hand 

Enchantment 

Cad Rank 

R 

□ 275. 

Worthy Cause 

Instant 

John Matson 

U 

■ 191. 

Havoc 

Enchantment 

Donato Giancoia 

U 

■ 276. 

Altar of Dementia 

Artifact 

Brom 

R 

a 192 . 

Heart Silver 

Summon Sliver 

Ron Spencer 

C 

■ 277. 

Booby Trap 

Artifact 

Doug Chaffee 

R 

a 193. 

Jackal Pup 

Summon Hound 

Susan Van Camp 

U 

■ 278. 

Bottle Gnomes 

Artifact Creature 

Kaia Foglio 

U 

a 194 

Kmdte 

Instant 

Donato Giancoia 

C 

■ 279. 

Coiled Tinvfper 

Artifact Creature 

John Matson 

C 

a 195 . 

Ughtrncj Blast 

Instant 

Richard Thomas 

C 

■ 280. 

Cold Storage 

Artifact 

Greg Simanson 

R 

a i 96 

Lightning Elemental 

Summon Elemental 

D. Alexander Gregory 

C 

■ 281. 

Cursed Scroi 

Artifact 

D. Alexander Gregory 

R 

a i97. 

lowland Giant 

Summon Giant 

PaotoParente 

C 

■ 282. 

Echo Chamber 

Artifact 

Donato Giancoia 

R 

a 198. 

Magmasaur 

Summon Elemental 

Daniel Geton 

R 

■ 283. 

Emerald Medallion 

Artifact 

Sue Eton Brown 

R 

a i99. 

Mogg Conscripts 

Summon Goblins 

Pete Venters 

C 

■ 284. 

Emroessl Tome 

Artifact 

Tom W&nerstrand 

R 

a 200 . 

Mogg Fanatic 

Summon Goblin 

Brom 

C 

■ 285. 

Energizer 

Artifact Creature 

Val Mayerik 

R 

a 201 . 

Mogg Raster 

Summon Goblin 

Brian Snfiddy 

C 

■ 286. 

Essence Bottle 

Artifact 

Donato Giancoia 

U 

a 20 ? 

Mogg Squad 

Summon Goblins 

Joel Biske 

U 

■ 287. 

Excavator 

Artifact 

Tom Kyfftn 

U 

a 203. 

No Quarter 

Enchantment 

Doug Chaffee 

R 

■ 288. 

Fiowstone Sculpture 

Artifact Creature 

Hannibal King 

R 

B 204 

Opportune* 

Summon Soldier 

Dan Frazier 

U 

■ 289. 

Fool ’s Tome 

Artifact 

Julie Baroh 

R 

B 205 

Paten ud 

Summon Beast 

Quinton Hoover 

R 

■ 290. 

Grindstone 

Artifact 

Greg Simanson 

R 

8 206 

Rathi Dragon 

Summon Dragon 

Christopher Rush 

R 

■ 291. 

Helm of Possession 

Artifact 

Janet Auiisio 

R 

B 207. 

Renegade Warlord 

Summon Soldier 

Ron Spencer 

U 

■ 292. 

Jet Medateon 

Artifact 

Sue Elen Brown 

R 

a 208 

Roflng Thunder 

Sorcery 

Richard Thomas 

C 

■ 293. 

Jinxed Idol 

Artifact 

John Matson 

R 

B 209 

Sandstone Warrior 

Summon Soldier 

Stephen Daniele 

C 

■ 294. 

Lotus Petal 

Alifact 

ApnlLee 

C 

a 210 

Scorched Earth 

Sorcery 

N«oia Leonard 

R 

■ 295. 

Magnetic Web 

Artifact 

Adam Rex 

R 

a 211 

Searmg Touch 

instant 

D. Alexander Gregory 

U 

■ 296. 

Manaton 

Artifact Creature 

Scott Kirschner 

C 

a 212 

Shadowstorm 

Sorcery 

Adam Rex 

U 

■ 297. 

Metallic Sliver 

Artifact Creature 

L. A Williams 

C 

■ 213 

Shatter 

Instant 

Jason Alexander Behnke 

C 

■ 298. 

Mogg Cannon 

Artifact 

MikeRaabe 

U 

B 214 

Shocker 

Summon insect 

Thomas M.Baxa 

R 

■ 299. 

Patchwork Gnomes 

Artifact Creature 

Mike Raabo 

U 

a 215 . 

Stance of Rath 

Summon Legend 

Dan Frazier 

R 

■ 300. 

Pearl Medallion 

Artifact 

Sue Eton Brown 

R 

a 2i6 

Stone Rain 

Sorcery 

Christopher Rush 

C 

■ 301. 

Phyreotian Grinoire 

Artifact 

Doug Chaffee 

R 

a 217 

Stun 

instant 

Terese Nielsen 

C 

■ 302. 

Phyrexian Hulk 

Artifact Creature 

Matthew Wilson 

U 

a 2 i 8 

Sudden Impact 

instant 

Alan Pollack 

U 

■ 303. 

Phyrexian Splicer 

Artifact 

Brom 

U 

a 219 . 

Tahngarth s Rage 

Enchant Creature 

Hannibal King 

U 

■ 304. 

Puppet Stnrgs 

Artifact 

Scott Kirschner 

U 

B 220. 

Tooth and daw 

Enchantment 

Val Mayenk 

R 

■ 305. 

Ruby Medallion 

Artifact 

Sue Elen Brown 

R 

■ 221. 

Watt at Diffusion 

Summon Wall 

DiTerllzzi 

C 

■ 306. 

Sapphire Medaiion 

Artifact 

Sue Eton Brown 

R 

■ 222. 

WiWWurm 

Summon Wurm 

Randy Elliott 

U 

■ 307. 

Scalding Tongs 

Artifact 

Randy Gallegos 

R 

223. 

Advance Scout 

Summon Sokker 

Heather Hudson 

C 

■ 308. 

Scroll Rack 

Artifact 

Heather Hudson 

R 

. 224 

Angelic Protector 

Summon Angef 

DiTediz 2 i 

U 

■ 309. 

Squee'sToy 

Artifact 

Heather Hudson 

C 

225. 

Anort 

instant 

Eric David Anderson 

C 

■ 310. 

Static Orb 

Artifact 

Derroot Power 

R 


■ 312. 

■ 313. 

■ 314. 

■ 315. 
i 316. 

■ 317. 

■ 318. 

■ 319. 

■ 320. 


Thumbscrews 
Torture Chamber 
Watchdog 


Artifact 

Artifact 

Artifact Creature 


Thomas Gianni 
Richard Kane Ferguson 


C 

■ 321. 

Maze of Shadow's 

Land 

D. Alexander Gregory 

U 

C 

■ 322. 

Mogg Hollows 

Land 

Jeff Laubenstein 

U 

C 

■ 323. 

Mountain <4 versions* 

Land 

Mark Poole 

L 

C 

■ 324. 

Pine Barrens 

Land 

Rebecca Guay 

R 

R 

■ 325. 

Plains t4 versions) 

Land 

Terese Ntolsen 

L 

U 

■ 326. 

Reflecting Pool 

Land 

Adam Rex 

R 

U 

■ 327. 

Rootwater Depths 

Land 

RogerRaupp 

U 

R 

■ 328. 

Salt Flats 

Land 

Scott Kirschner 

R 

R 

■ 329. 

Scabbed 

Land 

Andrew Robinson 

R 

C 

■ 330. 

Skyshroud Forest 

Laid 

RogerRaupp 

R 

R 

■ 331. 

Stalking Stones 

Land 

Stephen Daniele 

U 

U 

■ 332. 

Swamp (4 versions) 

Land 

Brom 

L 

U 

■ 333. 

Thalakos Lowlands 

Land 

Jeff A Menges 

U 

U 

■ 334. 

Vec Townships 

Land 

Enc David Anderson 

U 

R 

■ 335. 

Wasteland 

Land 

Una Frlcker 

U 


Ancient Tomb 

Land 

Colin MacNeil 

U 

Caldera Lake 

Land 

L A Williams 

R 

Cinder Marsh 

Land 

John Matson 

U 

Forest (4 versions! 

Land 

Douglas Shuler 

L 

Ghost Town 

Land 

Tom Wanerstrand 

U 

Island (4 versions) 

Land 

Randy Gallegos 

L 


I - Black ■ “ Blue ■ » Green » = Multicolor ■ ~ Red Q* White 

I - Artifact • * Land C ~ Common U - Uncommon R - Rare L * Basic Land 
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Abandon Hope 

Sorcery 

Uncommon 

x i T 

Rise. Alan Pollack 
Choose and discard X cards: 
Look at target opponent's hand 
and choose X of those cards. 
That player discards the chosen 
carte. 

As Garrard's form vanished into 
the maw of trees, Hanna 
mouthed a silent pkm. mourning 
a crushed dream. 

Bellowing Fiend 
Summon Spirit 
Rare 

** 3/3 

ius. Jim Nelson 
Flying 

Whenever Bellowing Fiend 
damages any creature. Bellowing 
Rend deals 3 damage to that 
creature's controller and 3 
damage to you. 

Blood Pet 
Summon Throll 
Common 
♦ 

1/1 

Ius. Brom 

Sacrifice Blood Pet: Add ♦ to 
your mana pool. Play this ability 
as a mana source. 

"You are wrong," Voirath said. “I 
do not hate the Irving. They often 
prove quite useful to me. "And 
then he laughed. 

Bounty Hunter 
Summon Minton 
Rare 

;t* 2/2 

lius. Brian Sndddy 
<*: Put a bounty counter on tar¬ 
get nonblack creature. 

»>■: Destroy target creature with 
any bounty counters on it 
‘Once they've marked you , “ 
Starke said. ‘ the work1 is made 
of glass.' 

Carrionette 
Summon Skeleton 
Rare 

1 T 

1/1 

llus. Pete Venters 
* t : Remove Carrionette and 
target creature from the game. 
That creature's controller may 
pay 2 to counter this ability. Use 
this ability only If Carrionette is in 
your graveyard. 

Clot Silver 
Summon SHver 
Common 

t t 1/1 

IHus. Jeff Laubenstein 
Each Sliver gains ** 2: Regener¬ 
ate this creature" 

"One nvutd think I would be 
accustomed to unexpected 
returns .* 

—Hanna. Weather-tight navigator 
74 DECEMBER 1997 


Coercion 

Sorcery 

Common 

Wus, Pete Venters 
Look at target opponent's hand 
and choose one of those cards. 
That player discards that card. 
-There'S very me that escapes 
me. Graven. And you wiS escape 
very tittle it you fail" 

—Voirath 

Coffin Quern 
Summon Wizard 
Rare 

: * 1/1 

Wus. Kaia Fogbo 

You may choose not to untap 

Coffin Queen during your untap 


2 t. <v: Put target creature card 
from any graveyard into play 
wider your control. Remove that 
creature from the game if Coffin 
Queen becomes untapped or if 
you lose control of Coffin Queen. 



Commander 
Graven fi-Vec 
Summon Legend 
Rare 

3 ft* 7/5 

lllus Kev Walker 

When Commander Greven //-Vec 
comes into play, sacrifice a crea¬ 
ture. 

Greven cannot be blocked except 
by artifact creatures and black 
creatures. 

"Rage is the only freedom left 
me’ —Greven il- Vec 

Corpse Dance 

Instant 

Rare 

2 ♦ 

8 lus. Brian SnOddy 
Buyback 2 (You may pay an 
additional 2 when you play this 
spoil. If you do, put it into your 
hand instead of your graveyard 
as part of the spoil s effect.) 

Put the top creature card from 
your graveyard Into play. That 
creature is unaffected by sum¬ 
moning sickness this turn. 
Remove the creature tram the 
game at end of turn. 

Dark Banishing 

Instant 

Common 

2T 

Ulus. John Matson 
Destroy target nonblack creature. 
That creature cannot be regener¬ 
ated tins turn. 

‘ft is the way of most wtzarxts to 
begin by exiling themselves and 
to end by exiling everyone else ." 
—Hanna. Weathertight navigator 
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Dark Ritual 
Mana Source 
Common 

♦ 

Wus. Ken Meyer. Jr. 

Add to your mana pool. 
"If there is such a thing as too 
much power, t have not discov¬ 
ered ft" —Vokath 

Darkling Stalker 
Summon Spirit 
Common 

3 * 1/1 

llus. Susan Van Camp 
*: Regenerate Darkling Stalker. 
t: Darkling Stalker gets +1/+1 
until end of turn. 

‘in this dark place, yes. I am 
afraid of my own shadow.’' 
—Mini of the Weatberlight 

Dauthl Emhrace 

Enchantment 

Uncommon 

2t 

Wus. Andrew Robinson 
t Target creature gains 
shadow until end of turn. (Tins 
creature can block or be blocked 
by only creatures with shadow.) 
‘the Dauthl army grows by 
screams and bounds 
—Lyna. Sotted emissary 

Dauthl Ghoul 
Summon Zombie 
Uncommon 
i« 1/1 

lllus. Tom Kyffin 

Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

Whenever any creature with 
shadow is put Into any graveyard 
from play, put a +1/+1 counter 
on Dauthi Ghoul. 

Dauthl Horror 
Summon Beast 
Common 

J * 

2/1 

(llus. Jeff Laubenstein 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

Dauthi Horror cannot be blocked 
by white creatures. 



Dauthi Marauder 
Summon Minion 
Common 
2 t> 

3/1 

Wus. Andrew Robinson 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

"The Dauthi came from beneath 
the Ruins one night, and the 
darkness cast them In the best 
possible tight. ~ 

—SoRari Tales of Life 



Dauthl Mercenary 
Summon Knight 
Uncommon 
2* 

2/1 

lllus. Matthew Wilson 
Shadow < This creature can block 
or he blocked by only creatures 
with shadow.) 

i T: Dauthi Mercenary gets 
+1/+Q until end of turn. 

"The Dauthi believe they dignify 
murder by paying for it" 

—Lyna , Softan emissary 

Dauthi Mindripper 

Summon Minion 
Uncommon 
3* 

2/1 

lllus. L. A. Williams 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

Sacrifice Dauthi Mtodripper 
Defending player chooses and 
discards throe cards. Use this 
ability only If Dautiw Mmdnpper 
is attacking and unblocked. 

Dauthi Slayer 
Summon Soldier 
Common 

2/2 

lllus. Dermot Power 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

Each turn, Dauthi Slayer attacks 
If able. 

“They have knives for every 
soul." 

—Lyna, Soltari emissary 

Death Pits of Rath 

Enchantment 

Rare 

lllus. Joel Bbke 

Whenever any creature h? dealt 
damage, destroy it That creature 
cannot be regenerated this turn. 
As the sludge below began to 
shift and take shapes. Gerrard 
turned from the railing to Orim. *1 I 
suppose."he said, ‘it's a little too 
fate for prayer, isn’t it?" 

Dittholtc Edict 

Instant 

Common 

i * 

lllus. Ron Spencer 
Target player sacrifices a crea¬ 
ture. 

Greven i! -Vec lifted Vhati off his 
feet. "The fall will give you time 
to think on your failure." 

Disturbed Burial 

Sorcery 

Common 

i ♦ 

lllus. Heather Hudson 
Buyback 3 (You may pay an 
additional i when you play this 
spell. If you do. put it into your 


hand Instead of your graveyard 
as part of the spell’s effect) 
Return target creature card from 
your graveyard to your hand. 

Dread of Night 

Enchantment 

Uncommon 

T 

Ulus. Richard Thomas 
All white creatures get -1/-1. 

“ These moonless, foreign skies 
keof) me in thrall. Dark whispers 
echo in the night and I cannot 
resist" 

—SelerUa. dark angel 

Dregs of Sorrow 

Sorcery 

Rare 

xit 

IHus. Thomas Gianni 
Destroy X target nonblack crea¬ 
tures. Draw X cards. 

Crovax gazed on the dead, and 
for one dark moment he saw a 
banquet 

Endless Scream 
Enchant Creature 
Common 

x ♦ 

lllus. Joel Biske 
Enchanted creature gets +X/+Q 
“I have made Crovax weep; now I 
will make him scream. The pain 
will not end, but wrif bind turn to 
me.’ —Voirath 



Enfeehlement 
Enchant Creature 
Common 

IHus. D. Alexander Gregory 
Enchanted creature gets -2J-2. 
Crovax had witnessed Seiena 
lead the Predator to the Weath- 
erlight. As the battle raged on 
deck, he felt his strength mett tn 
the heat of her betrayal. 

Evincar’s Justice 

Sorcery 

Common 

2** 

lllus. Hannibal King 
Buyback 3 (You may pay an 
additional \ when you play this 
spell. If you do, put It into your 
hand instead of your graveyard 
as part of the spell's effect.) 
Evincar's Justice deals 2 damage 
to each creature and player. 

Extinction 

Sorcery 

Rare 

4 * 

lllus. Una Fricker 
Destroy ail creatures of any crea¬ 
ture type of your choice. 

**/ once had an entire race toiled 
just to listen to the rattling of 
their dried bones as I woded 
through them." 

—Vofruth 


Fevered CoimiUaw* 

Enchantment 

Rare 

«* 

Hius. Jeff Mkdcoto 
2 T Put a -1/-1 counter** 
target creators. 

"Tell me again ahyyocfyfolt 

captumGmaniycumxmm 

pBe of spine." 

— Vofrath. to Graven 


Gravedigger 
Summon Zombie 
Common 
31 2/2 

Ulus. Dermot Power 
WhaeGraveifiegeroowstati 
play, you may return targets* 
tore card from 
your hand. 

AfuHcoflkusSkfiafulc&^ 
both are attractive to tmes. 


Imps' Taunt 

Instant 

Uncommon 

i t 

Wus. Colin Mac** 


Buyback i (Youmaj&rat 
additional 3 (Men jarnyfe 
spe* If you Ax put a I* & 
hand instead#your grnr-ixt 
as part ottt* spurs meet) 
Target cnarfcxe Urx* rw in 


Kazzordrix 
Summon Beast 
Rare 

2*t A/4 

Mas. Matthew WtoOR 
First sink* 

During you upkeep .4 fix 
opponents control nc cream 
Kez/erdnx deals 4 tar*?? 
to you. 


Knight of Dusk 
Summon tonght 
Uncommon 


iff 2/2 
Mus. Ron Spencer 
• *: Destroy targrt cream 
WocfungKragMofDus*. 

Fak tike nght upon 

—Motto of the top-• idm 



Leeching Licid 
Summon bod 
Uncommon 

] * 

■Jus. Joel Beto 
♦. Leeching Loflo*®* 8 
a&kty and becomes id*** 
enchantment that 
the upkeep of encharted da¬ 
tura's ccntroter. \atdm ^ 
deals 1 damage to 
instead of a creators ***** 
Leeching Bcto onto Ur#? 1 * 
tore YOU may pay t to* 5 ® 6 
effect 






























^Death 
pay 
IP 
♦ f 

^atetesSfe** 
rja,* 4 creature carts hi afl 
^ ^Ttee . pat each eras- 

Ert-K's**'*** „ 
^ijwUri Ilwt.put 

^c??rtare card set aside in 
r "* *3ptey undents 
caofrrt- 


Moddeniruj Imp 
SuwrtWP 

« 

Saunders 

Pt*E 

.: « Alltel crePures target 
earn* attack tins turn 
f^mddfcfn. destroy 
^ -i sxtss citim that did 
rflKw.J?*lability only 
^^ coponert’s turn and 
<rt&nv*xi. 

Marsh Uirker 

Sjsn»B«ast 

Cjbkw 

5* 

32 

fta.l»Kr*n 

Sicria a arap Marsh Lurker 
cjr^^ttcdBK! this turn 
e^esat d>' arMact creatures and 
i3ja»«atsm- 

f& feasts it nsss. Mo the 
K&kr&uz trough the 
rxsttzhs tefessand 


MtotMUp Sliver 
SaawS mat 


2 * 2/2 

(to. jrf Urate 

EaO Star pare‘2 . Sacrifice 

wcJWftrsTagrtplajierdts 

carts i art at random. Play 8w 

nttaitnx^' 

*8 aJbs? staffer tter 

******* 

-HtmtoOrim 



WirJen of the Wastes 

Sjrtf«r 

R» 

*tt V 

*&$C* 2 !Qrtt»er 

T *W 

^isutteyllnonofthe 
*•*»*»* amount of We. 
^ Wastes has power 
***#•»$ «w» equal to that 


Pensh 

Scra*T 


*atefc«Gwy 

creatures. 

aeakres cannot be regen- 
* tern 

?***l»*l$eedtmgwM 


Pit 


ay 


Sr* 




T: Pit Imp gets +1/fO until end 
of turn. You cannot spend more 
than 91 in this way each turn. 
The moans of the Death Pits were 
underscored by the chattering of 
imps, for whom the ship was 
cause for much discussion. 



Rain of Tears 

Sorcery 

Uncommon 

; ft 

liius. Charles Gillespie 
Destroy target land. 

“These rams cannot quench; they 
carve the land's face tike a 
scalpel on flesh.* —Crovax 

Rats of Rath 
Summon Rats 
Common 

‘ 9 2/1 

Plus. John Matson 
t Destroy target artifact, crea¬ 
tore, or land you control. 

* These cmatura s offer now chal¬ 
lenges in the scrutiny of entrails. ” 
—Oracle en- Vec 

Reanimate 

Sorcery 

Uncommon 

♦ 

Ulus. Robert Bliss 
Put target creature card from any 
graveyard into play under your 
control. Lose life equal to that 
creature s total casting cost. 

“You will learn to earn death. * 
—Wrath 

Reckless Spite 

Instant 

Uncommon 

i ** 

Ulus. Pete Venters 

Destroy two target nonblack 

creatures. Lose 5 lita 

“My plan 's elegance leads my 

enemies to believe ft is spite that 

fuels me." —Wrath 


"They are called towi' tor 
a reason* 

—Mari of the Weatheriigiit 

Servant of Volrath 
Summon Minion 
Common 
2* 

3/3 

I Hus. Brian Snoddy 

If Servant of Volrath leaves {day. 

sacrifice a creature. 

“Volrath is a harsh master. My 
reflection is a constant reminder 
of that" — Greveni-Vec 

Skyshrouri Vampire 
Summon Vampire 
Uncommon 
3 99 3/3 

Ulus. Gary t each 
Flying 

Choose aid discard a creature 
card: Skyshroud Vampire gets 
+2/+2 until end of turn. 

"if it tastes one drop of elvish 
blood i will cast it from the 
shroud to see it bum* 

— Elatiamn. Lord of Leaves 

SouLrtrinker 

Summon Spirit 

Uncommon 

3 9 2/2 

Ulus. Dermot Power 

Pay 3 life: Put a +1/+1 counter on 

Souldrinker. 

Don't (kink and thrive. 

Spinal Graft 
Enchant Creature 
Common 

:■ * 

Ulus. Ron Spencer 
Enchanted creature gets +343. 

If enchanted creature Is the tar¬ 
get of a speH or ability, destroy 
that creature. The creature can¬ 
not be regenerated this turn. 

“This one has not screamed 
enough to show effective implan¬ 
tation. Kill rt v —Volrath 

Benthic Behemoth 
Summon Serpent 
Rare 

5 4 4 4 7 

Ulus. Jim Nelson 
islandwalk (If defending player 
controls any islands, this creature 
is unblockabte.) 

“Deep devourer concealed in 
darkhome 

Shrouded it seeks ah becomes 
fodder 

Once we swam akmeandasoa 
But no more ." —Rootwater Saga 


Sadistic Glee 
Enchant Creature 
Common 

* 

Wus. Pete Venters 
Whenever any creature is put Into 
any graveyard from play, put a 
+1/+1 counter on enchanted 
creature. 

“First blood isn't as important as 
fast blood.” 

—Garrard of the Weathertight 


Gapsizo 

instant 

Common 

t * * 

Wus. Tom Wanerstrand 
Buyback < (You may pay an 
additional 9 when you piny this 
spoil, if you do, put it into your 
hand instead of your graveyard 
as part of the spoil's effect.) 
Return target permanent to 
owner's band. 


Sarcomancy 

Enchantment 

Rare 

♦ 

Ulus. Daren Bader 
When Sarcomancy comes into 
play, put a Zombie token into 
play. Treat this token as a 2/2 
black creature. 

During your upkeep, if there are 
no Zombies In play, Sarcomancy 
deals 1 damage to you. 

Screeching Harpy 
Summon Beast 
Uncommon 
299 2/2 

Ulus. Una Flicker 
Flying 

j ♦: Regenerate Screeching 
Harpy. 


Chill 

Enchantment 

Uncommon 

l * 

liius. Greg Simanson 

Red spells cost an additional 2 

to play. 

“Temper, temper." 

— Ertai. wizard adept 

Gounterspell 

Interrupt 

Common 

* * 

Ulus. Stephen Daniele 
Counter target spell. 

“it was probably a lousy sped in 
the first place." 

—Ertai. wizard adept 


Dismiss 

Interrupt 

Uncommon 

4 4 

Ulus. Donato Giancoia 
Counter target spell. 
Draw a card. 



“Them is nothing you can do that 
I cannot simply deny." 

—Ertai. wizard adept 



Dream Cache 

Sorcery 

Common 

2 4 

liius. Phi! Fog io 
Draw three cards. Choose two 
cards hem your hard and put 
both on either the top or the bot¬ 
tom of your library. 

“The sanctity of poverty is an 
invention of the rich." —Starke 


Gaseous Form 
Enchant Creature 
Common 

2 4 

liius. Roger Raupp 
Enchanted creature neither deals 
nor receives combat damage. 
“it's hard to hurt anyone when 
youYe as transparent as your 
motives." 

—Ertai, wizard adept 


Duplicity 

Enchantment 

Rare 

1 4 4 

liius. Dan Fra/ier 
When Duplicity comes into play 
put the top five cards of your 
library face down on Duplicity. 
During your upkeep, you may 
exchange a» the cards in your 
hand for the cards on Duplicity. 

At the end of your turn, choose 
and discard a card, 
if you lose control of Duplicity, put 
all cards on it into owner's (yaw- 
yard. 



Ertai's Meddling 

Interrupt 

Rare 

x 4 

Ulus. Steve Luke 

Wien target spell is successfully 
cast, put X delay counters on it. X 
cannot be 0. 

During each upkeep of that 
spoil's caster, remove a delay 
counter from the spell. If the spell 
has no delay counters on It, It 
resolves. 


Escaped Shapeshifter 
Summon Shapeshitter 
Rare 

4 4 3/4 

Ulus. Douglas Shuler 
As long as your opponent con¬ 
trols any creatures with flying, 
Escaped Shapeshifter gains fly¬ 
ing. Tlie same is true for first 
strike, trample, and protection 
from any color. 

Fighting Drake 
Summon Drake 
Uncommon 

4 4 2/4 

Ulus. DiTerilzzi 
Flying 

Two things aw needed to survive 
the harsh skies of Rath: a thick 
hide arid a thicker skuh. 


Giant Grab 
Summon Crab 
Common 

4 4 3/3 

I Bus. Tom Kyffin 
4: Until end of turn, Giant Crab 
cannot be the target of spells or 
abilities. 

During the giant crabs' mating 
season. Skyshroud nights are 
filled with the clatter of their skir¬ 
mishes. 


Horned Turtle 
Summon Turtle 
Common 

2 4 1/4 

Blus. DiTerHzzi 

“So tike men am they: a hard¬ 
ened shell with fragile flesh 
beneath.” 

—Setem, dark angel 

Insight 

Enchantment 

Uncommon 

2 4 

*lus. Ron Chironna 
Whenever target opponent suc¬ 
cessfully casts a green spell, 
draw a card. 

“We can tight with you or against 
you. After my day, Fd prefer the 
former." 

—Genard of the Weatheriight 

Interdint 

Interrupt 

Uncommon 

1 4 

like. Jeff Laubenstem 
Counter target artifact creature, 
enchantment, or land ability 
requiring an activation cost. Abili¬ 
ties of that permanent cannot be 
played again this turn. 

Draw a card. 

Intuition 

Instant 

Rare 

2 4 

liius. April Lee 

Search your library for any three 
cards and reveal them to target 
opponent. He or she chooses one. 
Put that card into your hand and 
the rest into your graveyard. 
Shuffle your library afterwards. 

Legacy’s Allure 

Enchantment 

Uncommon 

4 4 

I Hus. Diven Bader 

During your upkeep, you may put 

a treasure counter on Legacy’s 

Allure. 


Fylamarid 
Summon Beast 
Uncommon 
: 4 4 1/3 

liius. Una Fricker 
Flying 

Fylamarid cannot be blocked by 
blue creatures. 

4 : Target creature is blue untfi 
end of torn. 


Sacrifice Legacy’s Allure: Perma¬ 
nently gain control of target crea¬ 
ture with power no greater than 
the number of treasure counters 
wi Legacy's Allure. 

Legerdemain 

Sorcery 

Uncommon 

2 4 4 

liius. Daren Bader 


Permanently exchange control of 
target artifact or creature for con¬ 
tort of target permanent of the 
same type. 

Squee tucked the warm ball in 
hts pocket and slipped a pebble 
in rts place “Gtok." he mumbled ; 
and hid. 

Moiki Severance 

Sorcery 

Rare 

1 4 

H!us. Teresa Nielsen 
Search your library for any num¬ 
ber of land cards and remove 
them from the game. Shuffle your 
library afterwards. 

“And when this land is wasted, 
where whi we go?” 

—Thaiakos lament 


Manta Riders 
Summon Merfolk 
Common 

4 

1/1 

liius. Kaja Fogllo 

4 : Manta Riders gains flying until 
end of turn. 

"Water is firmament to the 
finned ” —Oracle en- Vec 

Mnwcor 
Summon Beast 
Rare 

1 4 4 3/3 

Ulus. John Matson 
Flying 

*?•: Mawcor deals 1 damage to 
target creature or player. 

From its maw comes neither 
word nor whisper—only wind. 

Meditate 

Instant 

Rare 

2 4 

Hfus. Susan Van Camp 

Slug your next turn: Draw foir 

cards. 

“Part of me believes that Barr in 
taught me meditation simply to 
shut me up." 

— Ertai, wizard adept 

Mnemonic Sliver 

Summon Sliver 

Uncommon 

/ 4 2/2 

liius. Randy Gallegos 

Each Sliver gains * 2 , Sacrifice 

this creature: Draw a card.” 

“A jigsaw puzzle that fives, 
breeds, and thinks." 

—Hanna. Weatheriight navigator 



Power Sink 

Interrupt 

Common 

x 4 

l/lus. Jeff Miracda 
Counter target spell unless its 
caster pays an additional x. If he 
or she does not, tap ail mana- 
producing lands that player con¬ 
trol and remove aB mana from 
his or her mana pool. 

Precognition 

Enchantment 

Rare 

4 4 

liius. Jeff MkacoJa 
During your upkeep, you may 
look at the top card of target 
opponent's library. You may then 
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put that card on the bottom of his 
or bar library. 

A gtoam ftke struggling sunkghl 
penetrated Seienia’s daft 
thoughts 

Propaganda 

Enchantment 

Uncommon 

* 

Ulus. Jeff Miracoto 

Each turn, each creature cannot 

attack you unless its controller 

pays an additional 2 for that 

creature. 

'You've failed Gerrard. You've 
fatted the Legacy. You've failed 
yourseft I can do no more.'' 
—Wrath. to Kam 

Rootwater Diver 
Summon Merfoik 
Uncommon 

* 

1/1 

Bins. Ron Spencer 
•v, Sacrifice Rootwater Diver 
Return target artifact card from 
your graveyard to your hand. 

'Prop a dagger into the murky 
deep and the merfoik wid cut 
your throat with it'' 

Skyshroud saying 

Rootwater Hunter 
Summon Merfoik 
Common 

2 * t/1 

Hus. Bran 

Rootwater Hunter deals 1 
damage to target creature or 
player. 

'Bitter water vicious wave 
Shadow-cold shallows root- 
made maze 

Horne's angry embrace.* 
—Rootwater Saga 



Rootwater Matriarch 

Summon Merfoik 

Rare 

- ft ft 2/3 

Hus. Randy Gahegos 
*>•: Gam control of target creature 
as long as that creature has any 
enchantments on It 

Rootwater Shaman 

Summon Merfoik 

Rare 

2 ft 2/2 

thus. Paolo Parente 

You may play creature enchant 

meats whenever you could play 

an instant. 

"Ugh! Whon did ores and fish 
start having kids?" 

—Garrard of the Weatherfeght 

Sea Monster 
Summon Serpent 
Commar 

1 * * 8/6 

Ulus. Daniel Geion 
Sea Monster cannot attack 
unless defending player controls 
any islands. 

Water is kfe. Or perhaps it is just 
something to wash it down with. 

Shadow Rift 

Instant 

Common 

* 

Blus, Adam Bex 
Target creature gains shadow 
until end of turn. (This creature 
can block or be blocked by only 


creatures wrth shadow.} 

Draw a card. 

Shimmering Wings 
Enchant Creature 
Common 

« 

Bus. Steve Lute 
Enchanted creature gains Hying 
ft Return Shimmenng Wings to 
owner's hand. 

The brighter the wings, the 
deeper the impact crater. 



Skyshroud Condor 
Summon Bird 
Uncommon 
« 2/2 
Hus. Doug Chaffee 

You cannot play Skyshroud Con¬ 
dor unless you have successfully 
cast another spell this turn. 
Condor's flight augurs sleepless 
night. —Skyshroud proverb 

Spell Blast 

Interrupt 

Common 

x * 

Mus. Steve Luke 
Canter target spell with total 
casting cost equal to X 
Catiltthe thinking mage’s version 
of brute force. 

Steal Enchantment 
Enchant Enchantment 
Uncommon 

ft ft 

llius. Hannibal King 
Gain control of enchanted 
enchantment. 

“Why should i flatter another with 
imitation when I can satisfy 
myself through possession?" 
—Ertai. wizard adept 

Stinging Licid 
Summon Licid 
Uncommon 

i ft 1/1 

Blus. Paolo Parente 

1 •. Stinging Ucid loses ttus 
ability and becomes a creature 
enchantment that reads “When¬ 
ever enchanted creature 
becomes tapped. Stinging licid 
deals 2 damage to that creature's 
controller’ instead of a creature. 
Move Stinging Lkad onto target 
creature. You may pay ft to end 
this effect 

Thalakos Dreamsownr 

Summon Wizard 

Uncommon 

2 ft 

1/1 

Plus. Susan Van Corn) 

Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

You may choose not to untap 
Thalakos Dreamsower during 
your untap phase. 

If Thalakos Dreamsower damages 
any opponent, tap target crea¬ 
ture. As long as Thalakos Dream- 
sower remains tapped, that 
creature does not untap during 
Its controller's untap phase. 

Thalakos Mtstfolk 
Summon iusion 
Common 

2 ft 2/1 


Mus Richard Kane Ferguson 
Shadow (This creature can block 
or he blocked by onty creatures 
with shadow.) 

• Put Thalakos Mtstfolk on top 
of owner's library 

‘Theyare between' in every 
way." 

— Lyna. Softan emissary 

Thalakos Soar 
Summon Wizard 
Common 

«* 1/1 

Blus. Ron Spencer 

Shadow 1 This creature can block 

or be blocked by onty creatures 

with shadow.) 

if Thalakos seer leaves pray, draw 
a card. 

"You see our world when you 
shut your eyes so tightly that tiny 
shapes boat before them. m 
—Lyna. to Ertw 

Thalakos Sentry 
Summon SoWier 
Common 

; * 1/2 

Ulus. Andrew Robinson 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

~8t tuck and poor geography 
caught the Thalakos between us 
and the Dauthi" 

— Lyna. Soitari emissary 

Time Ehh 

Sorcery 

Common 

* 

ntus. Thomas M. Baxa 
Put target creature on top of 
owner's library. 

"Gone today, here tomorrow." 
—Ertai. wizard adept 

Time Warp 

Sorcery 

Roe 

* * 

Blus. Pete Venters 
Target player takes an extra turn 
after this one. 
let's do it again!" 

— Squee. goblin cabin hand 

Tradewlnd Rider 
Summon Spirit 
Rare 

1 * 1/4 

Blus. John Matson 
Flying 

<?•, Tap two creatures you control: 
Return target permanent to 
owner's hand. 

it is said that the wind will blow 
the world past if you wait long 
enough. 

Twitch 

Instant 

Common 

2 ft 

Ulus. DiTerfizzi 

Tap or untap target artifact, crea¬ 
ture, or land. 

Draw a card. 

Battles am won ui nuance. 



Unstable Shapeshiftar 

Summon Shapeshlftor 

Rare 

1 • 0/1 

llius. Terese Nielsen 
Whenever any creature comes 


Aiurnn 
Enchantment 
Rare 

llius. April Lee 

Any player may play a creature 
card with total casting cost 3 or 
less whenever he or she could 
play an Instant and without pay¬ 
ing Its casting cost 
Sguee bounced up and down. 1 
sees a horsey, an'a piggy-an' 

if you don't shut up. ’ hissed 
Mini. *you '(i see a kidney and a 
spieeny." 

Apes of Rath 
Summon Apes 
Uncommon 

2** 

5/4 

llius. Jeff I aubenstein 
If Apes of Rath attacks. It does 
not untap during your next untap 
phase. 

Monkeys three monkeys through. 

Bayou Dragonfly 
Summon Insect 
Common 
l * 1/1 

llius. DrTertizzi 

Flying; swampwalk (if deterxhng 
player controls any swamps, ttus 
creature is unbtockabb.) 

•Like a sugar stick with wings!* 
— Setueo. goblin cabin hand 

Broken Fall 
Enchantment 

Common 

llius. Zina Saunders 
Return Broken Fell to owner’s 
hand: Regenerate target creature. 
"t think i used up alt my good 
luck and ait my bad luck in tho 
same fad." 

—Germrd of toe Weathertight 

Whispers of tho Muse Canopy Spider 
Instant Summon Spider 

Uncommon Common 

* 1 * 1/3 

llius. Quinton Hoover mus. Christopher Rush 

Buyback 5 (You may pay an Canopy Spider can block crea- 

addtoona! 5 when you play this turns with flying. 
spoil. If you do, put it into your ‘We know our piece m toe cycle 

hand instead of your graveyard of life—and his not as Wes." 

as part of the spoil's effect.) —Eladamri. Lord of Leaves 

Draw a card. 

“I fofkmed her song only to find h 
ms a dirge." 

—Crovax 

Wind Dancer 
Summon Faerie 
Uncommon 

1 ft 

1/1 

llius. Susan Van Camp 
Flying 

<$' Target creature gains flying 
until end of turn. 

"Flying like a bird does not make 
you as free as one* —Votrath 

Wind Drake 
Summon Drake 
Common 

2 * 2/2 
llius. Greg Simanson 
Flying 

Orim regarded Germrd coolly. 

"You are like the drakei * she said, 
her expression unchanging -ft 
works hard to maintain its posi¬ 
tion, but to us h seems to ghde 
along effortlessly. You must do 
the same." 

Winged Sliver 
Summon Sliver 
Common 

l * 1/1 

llius. Anthony S. Waters 
All Slivers gain flying. 

"Everything around here has cut 
a deal with gravity." 

—Germrd of the Weatheriight 



Charging Rhino 
Summon Rhino 
Uncommon 
3 ** 4/4 

Ulus. Daren Bader 
Charging Rhino cannot be 
blocked by more than one crea¬ 
ture. 

"Is it wrong to go straight for 
what you want? Sneaking is for 
cats and goblins ." 

—Tahngarth of the Woatherllght 

Choke 

Enchantment 

Uncommon 

2 * 

Ulus. Terese Nielsen 
Islands do not untap during their 
controllers’ untap phases. 

-One day we shall walk whore 
once was water." 

—Eladamri, Lord of Leaves 


into play, Unstable ShapeshMet 
permanently becomes a copy of 
that creature and retains this 
ability. 

“In a world of untruths, the living 
henries." 

—Oracle on-Vec 

Volrath's Curse 
Enchant Creature 
Common 

] ft 

llius. Daren Bader 
Enchanted creature cannot 
attack, block, or play any ability 
requiring an activation cost That 
creature’s controller may sacri¬ 
fice a permanent to ignore this 
ability untH end of turn. 

] *: Return Volrath's Curse to 
owner’s hand. 

Whim of Volrath 

Instant 

Rare 

ft 

llius. Anthony S. Waters 
Buyback : (You may pay an 
additional 2 when you play this 
sped, if you do, put it into your 
hand instead of your graveyard 
as part of the spelt's effect) 
Change the text of target perma¬ 
nent by replacing all instances of 
one color word or basic land type 
with another until end of turn. 




Umzed Arraodon 
Summon Elephant 
Rare 


3/3 

IRus. Gary Leach 

Crazed Armodon gets - 3 ^ 
and gains trample ir ** y * 
turn. At end of tarn, ferity 
Crazed Armodon. use nw 
onty once each ton. 

These are its test days teomm 
is over. Rage imam 


Dirteowi Wurm 
Summon Wurm 


4* 3/4 

the. Dan Frazier 
Whenever any opponent * 
land, put a 4-1/+1 carter gr 
Dirtcowf Wurm. 

Few of Rath's nversbkms 
steady course. $0 on*) y* 
chamois are carwo 9 »or | 

Earthcmfl 

Enchantment 

Rare 

1 * 

Mus. Randy Gefltpas 
Tap an untapped creature job 1 
control Untap target tex at 
"The land gnesupttfe. bet ot 
am masters of perscastr." 
—Badami Lord of Lents 

L’ludaiuris Vlneyurd 

Enchantment 

Rare 

♦ 

Mus. Bon CWronna 

At the beginning at seen dteyei 

man phase, add *♦ to But 

player's mana pool 

The mushroom wne made Gcr 

rand s head spin, and re florae 

soon followed surf 

EladamrL Lord of 
Leaves 
Summon Legend 
Rare 

** 232 

Mus. Ron Chroma 
All Elves gam lores* ^ 0 
defending player controls aty 
forests, those erwtort* an 
unbtockabto) 

Elves cannot be Bto target 

spete or abUfbes 

“We have been patient We to* 

planned our attack. We are wl 

...now.’ 

—Badamri Lord of Lsaes 


Elven Warhounds 
Summon Hounds 
Rare 

1* 2 32 

Mus. Kev Walker 

If Elven Warhounds is ttooeted S 

any creature, put that creart* * 

top of owner's ibrary 

“if a creature a dumb ena#b 

km you tor hashing it 

would you want to fokw ts 

lead?" 

—Mint of the Weather 

Elvish Fury 

Instant 

Common 

♦ 

Ulus. Qwnton Hoover 
Buyback 4 (You may per * 
additional 1 when you frf*\ 
speS. If you do. put it ctc f# 
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^nstedoffOur graveyard as 

^tospefs effect) 

« m 

rf*** 


Drake 


IHus. Bandy Eliott 
<v. Sacrifice a forest Heartwood 
Giant deals 2 damage to target 
pktyor. 

Wind to the trms is sootlxng, but 
the same can't be said for troes 
on the wind. 

Heart wood Treefolk 
Summon Treefolk 
Uncommon 
** 3/4 

Ifiiis. Daren Bader 
Fores twaik (If defending player 
controls any forests, this creature 
is unbfockabte.) 

"to aff my years in Uanomr l 
never understood where trees fit 
m. They are revered by elves and 
watered<xi by dogs.’ 

—Mini of the Weather!gilt 


if 2/3 
gitoaDff Hudson 


Orate Mods or Is 
creature that 

g&spB+V-tl until end of 


0i 

tjC&r* toricss <# always 
&xiyr#r beast 


Horned Sliver 
Summon Stiver 
Uncommon 
2* 2/2 
Ulus. L A. Williams 
All Slivers gain trample. 

A bristling wave of stivers 
broke against the Weatherlight's 
timbers. 


Hanna heht the hooting water to 
her lips. Wottkf the sound of the 
spring drtywn out the elves' 
approach? 

Nature's Revolt 

Enchantment 

Rare 

♦ ♦ 

IHus. Donato Giancda 
All lands are 2/2 creatures. 

(These creatures stilt count as 
lands.) 

-Dm? day the land wifi don the 
semblance of flesh and challenge 
even the plowshare s blade.' 

—Oracle on-Vec 

Needle Storm 

Sorcery 

Uncommon 

2# 

Hus. Val Mayerik 

Needle Storm deals 4 damage to 

each creature with flying. 

The rain is driven like nails. 

Nurturing Licirf 
Summon Lick} 

Uncommon 
i * 1/1 

IHus. Mark Foote 


prog tongue 

cm* 

# 

krNHfit 

fm Fpb* 'becomes info 

^ogoicjm 

fjdokx cr<s*e cm Mock 

00*91 ftrlyffg 

wumSom. ‘Mda tugs here 
Fcgtttve Druid 



♦, <v\* Nurturing Ucid loses this 
ability and becomes a creature 
enchantment that reads 
Regenerate enchanted creature” 
instead of a creature. Move Nur¬ 
turing Ucid onto target creature. 
You may pay * to end this effect. 

Overrun 

Sorcery 

Uncommon 

,:*** 

IHus. Jeff Miracoia 
Ail creatures you control get 
+3/+3 and gain trample until end 
of turn. 


it 212 

afedtiNtNoow 
9mm any ffey* successful* 
m »eKftrtnwt spefl that 
trpts SfOw Quad. draw * 
aft 

“ttotmsr so devoted to 
tor ?miwt cane them 
xfhs he Ter precious heart- 
ten -Wrath 


Kraklliii 
Summon Beast 
Uncommon 

x** 

m 

lius. Richard Kane Ferguson 
Krakiiin comes into play with X 
+1/+1 counters on ft. 

: *: Regenerate Krakilm. 

“A perfect reflection of its world: 
brutal, fetal, and lacking truth." 
—flrae*? an-Ifcc 



MIrri’s Guile 

Enchantment 

Rare 

♦ 

Ulus. Brom 

During your upkeep, you may took 
at the top three cards of your 
library and put them back in any 
5 order. 

Hanna was astounded. Mini read 
: every leaf and wisp of breeze tike 
■ a book of anctent lore. 


Ham*- 

HftMlIOl 

2f 

tobt Owe Anderson 
stott Search your 
to to Me basic tend 
®*«Wtowrioplay 
^wtranr^enwrts 
2<W^'5iaodscap9^lite 
*»fto*a* tnma wound. 


Mongrel Rick 
Summon Hounds 
Rare 

3* 4/1 

Hus. Jeff Miracoia 
If Mongrel Pack is put into any 
graveyard from play during com¬ 
bat put four Hound tokens Into 
play. Treat these tokens as 1/1 
green creatures. 

Muscle Sliver 


jjjjjj&otxi Dryad 



jyu can Mock crea- 

% Wjt *** 

**** to between 

to meat reach of 


Summon Stiver 
Common 

1 ♦ 1/1 
Bus. Richard Kane Ferguson 
AM Slivers get +1/+1. 

The m was filled with the cracks 
and snaps of flesh hardening as 
the new sliver/owed the baffle. 

Natural Spring 
Sorcery 



Common 

3 ** 

IHus. Susan Van Camp 
Target player gains 8 Ida 
Mtrn hstened intently, even as 


“ You want to know your enemy? 
Look at your feet while you tram¬ 
ple him," 

—Tahngarth of the Weatherlight 

Pincher Beetles 
Summon Insects 
Common 
♦ 3/1 

IHus. Stephen Daniels 
Pincher Beetles cannot be the 
target of spells or abilities. 

“No fair! Since when does a bug 
get ta munch on me ?* 

— Spuec, goblin cabin hand 

Rampant Growth 

Sorcery 

Common 

2 * 

IHus. Tom Kyffin 
Search your library for a basic 
land card and put it into play, 
tapped. Shuffle your library after¬ 
wards. 

Rath forces plants from its sur¬ 
face as one presses whey from 
cheese. 


Reality Anchor 

Instant 

Common 

i * 

Ulus. Randy Gallegos 
Target creature loses shadow 
until end of turn. 

Draw a card. 

"See how you like It." 

— Ertai, wizard adept 

Reap 

instant 

Uncommon 

i ♦ 

llus. Ron Chironna 
Return any number of target 
cards from your graveyard to your 
hand. You cannot choose more 
cards titan the number of black 
permanents target opponent 
controls. 

-Let Vofrath choke on his crop of 
hatred." 

—, Eladamri , Lord of Leaves 


Recycle 

Enchantment 

Rare 

4 

llus. Phil Fogko 
Skip your draw phasa 
Whenever you play a card, draw a 
card. 

During your discard phase, 
choose and discard aH but two 
cards. 



Respite 

Instant 

Common 

i ♦ 

IHus. Rebecca Guay 
Creatures deal no combat dam¬ 
age this turn. Gain 1 life for each 
attacking creature. 

4 If they board us we re finished," 
warned Orim. Crovax nodded. 
"And if they don’t... what then?" 

Root Mazo 

Enchantment 

Rare 

♦ 

IHus. Rebecca Guay 

All artifacts and lands come into 

play tapped. 

“Hfe should step up repairs. I 
think the forest has plans for usC 
—Crovax 

Roothreaker Wurm 
Summon Wurm 
Common 

^ff 6/6 

Hus. Richard Kane Ferguson 

Trample 

As- Gemini made his escape, the 
wurm covered his flight by help¬ 
ing itseff to three great mouthfuls 
otmerfoik. 



Rootwalla 
Summon Lizard 
Common 
♦ 2/2 
Hus. Roger Raupp 
1 ♦: Rootwalla gets +2/f2 until 
end of turn. Use this ability only 
once each turn. 

If you try to sneak up on a root¬ 
walla. you’ll suddenly find your¬ 
self dealing with twice the lizard. 

Scragnoth 
Summon Beast 
Uncommon 
i * 21 4 

IHus. Jeff Laubenstem 
Protection from blue 
While Scragnoth Is being cast. It 
cannot be countered. 
tt possesses no intelligence, only 
counter-intelligence. 

Seeker of Skyhronk 
Summon Elf 


Common 
i * 2/1 

llus. Daren Bader 
Untap target creature. 

'We shun them not for therr 
dream but tor their refusal to let 
such a noble dream die a noble 
death." 

—Eladamri. Lord of Leaves 

Skyshroud Elf 
Summon Elf 
Common 
1 ♦ 1/1 
lllus. Jeff Miracoia 

Add * to your mana pool. 

Ray this ability as a mana source, 
i: Add * or * to your mana 
pool. Play this ability as a mana 
source. 

“tt Is our duty to endure." 
Eladamri Lord of Leaves 

Skyshroud Ranger 

Summon Elf 

Common 

♦ 1/1 
llus. Steve Luke 
♦: Choose a land card in your 
hand and put It into play. Ray this 
ability as a sorcery. 

"Just as you sea the grave and 
remember the friend, Iseethrs 
forest and remember Ltanowar." 

- Mini of the Weatherlight 

5kyshroud Troll 
Summon Giant 
Common 

3/3 

llus. Matthew Wilson 
i ♦: Regenerate Skyshroud Troll. 
The etves and merfoik have noth¬ 
ing but bitterness for each other. 
The trolls, however, ftnd them 
both rather tasty. 

Spike Drone 
Summon Spike 
Common 

♦ 0/0 
Hitts. Charles Grflespie 
Spike Drone comes into play with 
one +1/+1 counter on It. 

2. Remove a +1/+1 counter from 
Spike Drone: Put a +1/+1 counter 
on target creature. 


Storm Front 

Enchantment 

Uncommon 

♦ 

Wus. William O’Connor 
**:Tap target creature with fly¬ 
ing. 

The calmest day on Rath would 
be thought a storm anywhere 
else 


Trained Armodon 
Summon Elephant 
Common 

l 3/3 

Hus. Gary Leach 

These are its last days. Bettor to 

grow broad and heavy. Better that 

the enemy ts crushed beneath its 

carcass. 


Tranquility 

Sorcery 

Common 

* 

llus. Margaret Organ-Keen 
Destroy ail enchantments. 

“Peace will coma but whether 
bom of harmony or entropy I cam 
not say" —Oracle Vec 



Trumpeting Armodon 
Summon Elephant 
Uncommon 

3/3 

Wus. Gary Leach 
i *: Target creature Mocks 
Trumpeting Armodon this turn if 
able. 

These are its last days. But It will 
not go quietiy. 

Verdant Force 
Summon Elemental 
Rare 

3*** 7/7 

llus. DfTeriizzi 

During each player’s upkeep, put 
a SaproHng token mto play. Treat 
ttes token as a 1/1 green crea¬ 
ture. 

Burl, siwrf. and bower 
Birth fern and flower, 

Verdigris 

Instant 

Uncommon 

IHus. Zina Saunders 
Destroy target artifact. 

*Only the most sophisticated 
inventions can survive nature’s 
unsophisticated motivations." 
—Hanna. Weatherlight navigator 



Winter’s Grasp 
Sorcery 
Uncommon 

1 ♦♦ 

llfus. Tom Wanerstrand 
Destroy target land. 

Summer is buried them, centuries 
deep: 

A crypt of years where seasons 
sleep 

Dnicoplasm 
Summon Shapeshifter 
Rare 

* a T 

IHus. Andrew Robinson 
Flying 

When you play Dracoplasm, sac¬ 
rifice any number of creatures. 
Dracoplasm comes into play with 
power equal to the total power of 
the sacrificed creatures and 
toughness equal to the total 
toughness of those creatures, 
to: Dracoplasm gets +1/+0 until 
end of turn. 

Lobotomy 

Sorcery 

Uncommon 

2 vt 

llfus. Thomas M. Baxa 
Look at target player’s hand and 
choose any of those cards other 
them a baste land. Search that 
player’s graveyard, hand, and 
library for all copies of the cho¬ 
sen card and remove thorn from 
the game. That player shuffles his 
or her library afterwards. 

Ranger en-Viac 
Summon Soldier 
Uncommon 
l ** 2TI 

lllus. Randy Elliott 
First strike 

♦: Regenerate Ranger an-Vec. 

" The path of least resistance will 
seldom lead you beyond your 
doorstep.” —Oracle en- Vec 
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Segmented Wurm 
Summon Wurm 
Uncommon 

S/5 

llus. Jeff Mracoia 
Whenever Segmented Wurm «s 
ttie target of a spell or ability, put 
a -1/-1 counter on it 
"{forty we could so easily leave 
behind those parts of ourselves 
that pain us.” —Crovax 

Seleniu, Dark Angel 

Summon Legend 

Rare 

3** 3/3 

Skis. Matthew Wilson 
Flying 

Setenia, Dark Angel counts ss an 
Angel. 

Pay 2 fife: Return Setenia to 
owner's hand. 

"i m tight. I am dark. I must give 
my dte to serve; not even death 
can release me.” 

—Selena, dark angrt 

Sky Spirit 
Summon Spirit 


♦« 2/2 
Dus. Rebecca Guay 
Flying, first strike 
tike a strain of music: easy to 
remember but impossible to 
catch”—Mini of the Weatoeriight 


Aftershock 

Sorcery 

Common 

299 

mas. Hannibal King 
Destroy target artifact, creature, 
or land. Aftershock deals 3 dam¬ 
age to you. 

"Every act of destruction has a 
repercussion i* 

—Karn, silver gotem 

Ancient Runes 

Enchantment 

Uncommon 

2 9 

Hus. Susan Van Camp 
During each player’s upkeep. 
Anoent Rimes deals 1 damage to 
that player for each artifact he or 
she controls. 

Ertai vofunteered to open tho por¬ 
tal. He figured he owed it one. 


Canyon Drake 
Summon Drake 
Rare 

2 99 1/2 

Ulus. Quinton Hoover 
Flying 

i, Discard a card at random: 
Canyon Drake gets +2/+Q until 
end of turn. 

“ These runes are tough enough 
Without the distraction ’ Ertai 
muttered, one eye on the drake. 

Canyon Wildcat 
Summon Cat 
Common 

1 9 2/1 

Ulus. Gary Leach 
Mountanwalk (if defending 
player controls any mountains, 
this creature is unbtockabie.) 

*Relative of yours?" Ertai teased. 
Mini simply sneered. 

Chaotic Goo 
Summon Ooze 
Rare 

299 0/0 

thus. L A. Williams 
Chaotic Goo comes into play with 
three +1M counters on It 
During your upkeep, you may flip 
a coin. If you win the top, add a 
+1/+1 counter to Chaotic Goo. 
Otherwise, remove a +1/+1 
counter from it 


Flowstone Giant 
Summon Giant 
Common 
99 3/3 

Bus. Joel BJske 
9: Ftowstooe Giant goto +2/-2 
until end of turn. 
men the first of these giants 
woke from the bedrock, he was 
stm sleepy. He yawned and 
stretched untd Ns legs grew so 
thin that they snapped like icicles 
inthesun. —Vectors 

Flowstone Salamander 
Summon Salamander 
Uncommon 
99 3/4 

lilus. Dante! Gefon 
9: Ffowstone Salamander deals 
1 damage to target creature 
blocking it. 

The Furnace of Rath is periodi¬ 
cally Hkmiinaiod by their 
sparkling yawns. 

Flowutonr* Wy vern 

Summon Drake 

Rare 

1 99 3/3 

Bius. Stephen Daniete 
Flying 

9: Ftowstone Wyvern gets + 21-2 
until end of turn. 

"Where / come from, stone stays 
on tho ground.' 

—Tahngarth of the Weatheriight 


Coltarl Guerrillas 
Summon Soldiers 
Rare 

: *9 3/2 

Hfus-ValMayerik 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

It Soitari Guerrillas assigns com¬ 
bat damage to any opponent, you 
may redirect teat damage to tar¬ 
get creature. 



Spontaneous 

Combustion 

Instant 

Uncommon 

1 T9 

(Bus. Doug Chaffee 
Sacrifice a creature: Spontaneous 
Combustion deals 3 damage to 
each creature. 

"Heat of battle'is usually a 
metaphor. 

Vhuii //-Dal 
Summon Legend 
Rare 

2+9 3/3 

Bus. Ron Spencer 
• v: Target creature’s power or 
toughness is 1 until end of turn. 
"Sir. I just thought —" explained 
Vhati. 

’Don't think,’ interrupted Graven, 
"ft doesn't suit you/ 

Wood Saga 
Summon Druid 
Rare 

1/1 

fins. Paolo Parente 

Name a creature card. Reveal 
tee top four cards of your library 
to all players. If any of those 
cads are tee named card, put 
them into your hand. Put the rest 
into your graveyard. 


Apocalypse 

Sorcery 

Rare 

2 999 

Wus. L. A Williams 

Remove all permanents from the 

game. Discard your hand. 

'There is a future in which I can 
see only mist and a single 
shadow 

—Orach m- Voc 

Barbed Sliver 
Summon Sliver 
Uncommon 
2 9 2/2 

Kir. Scott Kirschner 
Each Sliver gains * : This crea¬ 
ture gets +1/4-0 until end of 
turn.” 

Spans of spines leapt from one 
sliver to The next, forming a 
deadly hedge around the 
Weatheriight 

Blood Frenzy 

Inslant 

Common 

l 9 

ill us. Paoto Parente 
Target attacking or blocking 
creature gets +4/+0 until end of 
turn. At end of turn, destroy teat 
creature. 

“When Torahn bellows, none 
survive—not even the warrior 
whoso horns he rides.” 

—Tairuum adage 



Boil 

Instant 

Uncommon 

* 9 

iHus. Jason Alexander Behnke 
Destroy afl islands. 

*7 he fishers will throw out their 
nets and draw them back filled 
with dust” —Oracle en- Vec 


Crown of Flames 
Enchant Creature 
Common 

9 

Ulus. William O’Connor 
9: Enchanted creature gets 
+1/+0 until end of turn. 

9 : Return Crown of Flames to 
owner's hand. 
n is the forge of kings. 

Deadshot 

Sorcery 

Rare 

* 9 

8lus. Heather Hudson 
Tap target creature. That creature 
deals damage equal to Its power 
to another target creature. 
‘Carrion’ Keep your distance. My 
Made mil come to your 
—Crovax 

Enraging Licid 
Summon Udd 
Uncommon 
J 9 1/1 

IHus. Doug Chaffee 
9 ,<>•: Enraging Udd loses this 
ability and becomes a creature 
enchantment that reads 
“Enchanted creature is unaf- 
focted by summoning sickness” 
instead of a creature. Move 
Enraging Udd onto target crea¬ 
ture, You may pay 9 to end this 
effect 

Firefly 
Summon insect 
Uncommon 
3 9 1/1 

Uhis. Stephen Dantele 
Flying 

9: Firefly gets +1/4-0 until aid of 
turn. 

"if they don't pinch, they bum 
Can't ya eat any of da bugs 
here?” 

-Sqm*. goblin cabin hand 

Fireslinger 
Summon Wizard 
Common 

1 9 1/1 

Skis. Jeff Reitz 

i?: Fireslinger deals 1 damage to 
target creature or player and 1 
damage to you. 

"Remember the moral of the 
fireslinger table: with power 
comes isolation.'’ 

—Kam, silver golem 



Furnace of Rath 

Enchantment 

Rare 

1 999 

IHus. John Matson 
Double afl damage assigned to 
any creature or player. 

Giant Strength 
Enchant Creature 
Common 

99 

flius. Pete Venters 
Enchanted creature gets +2/+2. 

•Crovax seems filled only with 
shadows."thoughtOrim. -Where 
does his strength come from T 

Goblin Bombardment 

Enchantment 

Uncommon 

> 9 

lilus. Brian SnCddy 
Sacrifice a creature: Goblin Bom¬ 
bardment deals 1 damage to tar¬ 
get creature or player. 

One mogg to aim the catapult, 
one mogg to steer the rock. 

Hand to Hand 

Enchantment 

Rare 

2 9 

Wus. Carl Frank 

Instants and abilities requiring an 
activation cost cannot be played 
during combat. 

The match between Tahngarth 
and Greven was dose only in the 
mind of the minotaur. 

Havoc 

Enchantment 

Uncommon 

l 9 

Wus. Donato Giancoia 
Whenever target opponent suc¬ 


cessfully caste a white speH, he 
or she loses 2 Sfc. 

As Orim put the Uphtomg rod into 
place on the bow, she cast a sped 
of pr otection to shield herself 
from the heat That’s when the 
Furnace got personal. 

Heart Sliver 
Summon Sliver 
Common 

1 9 in 

lilus. Ron Spencer 
AH Slivers are unaffected by sum¬ 
moning sickness. 

Gerrard looked ad around tor the 
source of the mysterious pulse, 
and at ttiat moment the stivers 
boiled forth from the crevasses. 

Jackal Pup 
Summon Hound 
Uncommon 
* 2/1 
IHus. Susan Van Camp 
For each 1 damage dealt to 
Jackal Pup, it deals 1 damage to 
you. 

The first morning after acquiring 
her familiar, the wizard awoke 
with fieabhes and mange. 

Kindle 

Instant 

Common 

1 9 

IHus. Donato Giancoia 
Kindle deals to target creature or 
player an amount of damage 
equal to 2 plus tee number of 
Kindle cards in all graveyards 
Hope ofdehvemnce is scorched 
by me fire of futility 

Lightning Blast 

Instant 

Common 

3* 

lilus. Richard Thomas 
Lightning Blast deals 4 damage 
to target creature or player. 

“Those who fear the darkness 
have never seen what the bght 
can da” 

— Selenia, dark angel 

Lightning Elemental 
Summon Elemental 
Common 

3» 4/1 

lilus. D. Alexander Gregory 
Lightning Elemental Is unaffected 
by summoning sickness 
A lightning elemental once Mod 
an entire tribe of merfoto — sim¬ 
ply by going for a swim. 



Lowland Giant 
Summon Giant 
Common 

299 4/3 

IHus. Paoto Parente 
"Faugh!”snorted Tahngarth. 
’Why would it make a meal of 
something like you?” Squee 
looked relieved. ’No," he conbn- 
ued, “you'd make a much better 
toothpick.' 

Magmcsaur 
Summon Elemental 
Rare 

0/0 

IHus. Daniel Gefon 
Magmasaur comes into play with 



five+!/<•? counterseed 
your upkeep 
♦1/+1 counter from 
or sacrifice Magrr*^^ 
deals 1 damage lor earn 

counter on it to era** 

without flying and each pop 

Mogg GoasmpU 
Summon Gobkns 
Common 

» m 

Bus Peteitemers 
Mogg Conscripts cams 

unless you haw sttcea^ 

a creatureqpelBfefcm 
"Torahn’s hornsi They# 
How. statue, you etat tyxx 
save yourself!’ 

—Tahngarth. aboard jy 


Mogg Fanatic 
Summon Gobi* 

Common 
9 1/1 

Bus Brom 

Sacrifice Mogg Fim* Uoy 
Fanabc Oeah 1 fcfna 7 t** 
creature or pteya 
"Igot/tlgottn—’ 


Mogg Raider 
Summon Gotten 
Common 

9 1/1 

■us. Brian Sn&toy 
Sacrifice a Goo^ Im*: creator 
gets +1/+1 until and of ure 
The e mscendio n at enema 
always cheers up tonst 


Mogg Squad 
Summon Gottens 
Uncommon 
l 9 33 

Bus. Joel Btsfce 
Mogg Squad gets -1M tor or 
other creature vtpMy 
As they eng# into Orksm- 
kght 's hoU, the syoc aBrBj 
up rts hand and Mtspefti 
"Stop got#*—r* 1 
sound?” 

No Quarter 

Enchantment 

Rare 

99 

Hus. Doug Chaffee 
Whenever any crsOr? StoBW 
«s blocked by a create* 

tessa power. destrt*f*Gtfr 
tore with the lesser 
As Gerrard and Gmer vat* 
each other, the mogp c*&t 
between torn reaktset* 

should flee. 

Opportunist 
Summon Sotdfer 
Uncommon 
29 2/2 

Bus. Dan Frazier 
Opportunist dwto 1 
to target creature rat 9* 

aged this tom 
The third time the One* 
suspioousiyattwn.Siari* 
decided she had pevett** 
too often. 

Pcilllmud 
Summon Beast 
Rare 

2 a 
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^xbct&WesofaDcast 
K.r scraps but turned its 
M0g*>to&tXK*K* 


wr 


tees honor. 


gfltW Dragon 
5tfiwno fl Drajon 

w 

:*) S» 

» g*0rt***>rR** 

Dragon comes into 
U w scr^cft t*o mountains or 
' jacAsR^Oragoa 
»s twine 
I tryxr* *4 DC ttxne. 

^ Rficaqode Warlord 
■ SjBKJBSctfef 


S LIttBCW 

«» W 

**(&? $<xncer 
FWStte 

jHMpoe Rafted attacks. 
!*> XV attacking creature 
; JfH and of turn. 

ystegocwstbehoney 
«*m y xysters ants to 
MfvfttaBi* —kWrarff 


i Railing Thunder 
Screen 

Own* 

y*i 

fcs. Were Thomas 

Thunder peats X damage 
2 t*jK fry you choose 
x^iry renter ol target 
» aatowni or payers 
‘$&r*p rvupttoati.gar- 
p§ 0 gt ' ■ r woeel*ad frotn 
tv twm *» e (toon's mind 
safer 

Sandstone Warrior 
Snmno»» Setter 
Cobgw 

■ 2W 1/3 
fee. Skene* Oarieie 

c rSdrkc 

a Sittttsre humor gets *1/40 

metfafftm. 

! irfete&isate something 
fxkas rock sokd' So much for 
toteorwsm* 

-^Serartf of r>e WaatheriigW 



Scorched Earth 


I ^ Itc&a Leonard 
| &BfieancdBcartX land cards: 

I target lands. 

I 'fc&nsesasweKas 
| 3& ts the nature of 

I %' 

I '-foefew-tfee 

I 

I taring Touch 
I want 
I ^coboob 

1 i 

I Ja 3 liexander Gregory 

I " * fat nwy pay an 

a®**** tfmyoupiaythis 
5031 f fs da put it into your 
^ **<*0 of f*r graveyard as 
MVtxapeftietiocL) 

deals 1 damage to 
I ^teraatyreerpiayer. 


Shadowstorm 

Sorcery 

Uncommon 

* 

IBus.Adam Rex 

Shadowstorm deals 2 damage to 
each creature with shadow. 
‘You've not seen a storm until 
you’ve seen the kind that roars 
between worlds.” 

— Lyna, Sottari emissary 

Shatter 

Instant 

Common 

l 9 

111 us. Jason Alexander Rehnke 
Destroy target artifact. 

‘'Such fuss over machines. Ger¬ 
hard. Remember that you ore the 
prize of the Legacy. Throw away 
your toys!” 

— Orim, Samite heater 



Shocker 
Summon Insect 
Rare 

1 9 1/1 

Ulus. Thomas M. Baxa 
If Stacker damages any player, 
that player discards his or her 
hand, then draws a new hand of 
as many cards as he or she had 
before. 

Starke of Rath 



Tnhngarth’s Rage 
Enchant Creature 
Uncommon 

9 

Wus. Hannibal King 
If enchanted creature Is attack¬ 
ing, it gets +3/40. Otherwise, ft 
gets-2/-1. 

‘Taste my horns!” 

—Tahngarth of the Weatheriigbt 

Tooth and Glaw 

Enchantment 

Rare 

* 9 

Wus. Val Mayerik 
Sacrifice two creatures: Put a 
Carnivore token into play. Treat 
this token as a 3/1 red creature. 
‘You deify nature as frnmie — 
kind and gentfo—yet you cringe 
at what is natural.” 

-Mini of the Weatherfight 

t Wall of Diffusion 
| Summon Wall 
Common 

i 9 0/5 

IHus. DiTerlizzi 
(Wails cannot attack.) 

Wall of Diffusion can block crea¬ 
tures with shadow. 

‘The Infury was being caught 
between this world and our own: 
the insutt was to find waits 
within." 

—Lyna, Softari emissary 

Wild Warm 

Summon Wurin 


Summon legend 
Rare 

l 99 2/2 

IHus. Dan Frazier 

Destroy target artifact or croa- 
ture. That permanent’s controller 
gains control of Starke of Rath 
permanently. 

"lknow to whom!owe die most 
loyalty, and l see him in the mirror 
everyday." —Starke 


Uncommon 
> •> 5/4 

IHus. Randy EHiott 

When Wild Worm comes into play, 

flip a coin. If you lose the flip, 

return Wild Wumi to owner's 

hand. 

Wurm heads appear 
WHd wurm near 
Wurm tails you see 
Wild worm ffoo 


Stono Rain 

Sorcery 

Common 

2 9 

IHus. Christopher Rush 
Destroy target land. 

-The land shaH beg for drink and 
curse the min that follows.” 

—Oracle on-Vec 

Stun 

Instant 

Common 

i 9 

Plus. Terese Nielsen 

Target creature cannot block this 

turn. 

Draw a card. 

‘I concede it was a cheap shot 
but it was the onty one l couid 
afford.” 

—Garrard of the Weatherlighi 

Suddnn Impact 

Instant 

Uncommon 

3 9 

Ulus. Alan Pollack 

Sudden Impact deals 1 damage 

to target player for each card In 

his or her hand. 

The Predator roared like an 
unruly beast and the Weather- 
light suddenly fisted. "No!” 
screamed Hanna. 


Advance 5cout 
Summon Soldier 
Common 

l * 1/1 

I Bus. Headier Hudson 
First strike 

w: Target creature gains first 
strike until end of turn. 

‘The soldier's path is worn 
smooth by the tread of many 
feet—all in one direction, none 
returning." 

—Oracle en-Vec 

Angelic Protector 
Summon Angel 
Uncommon 

3« 

2/2 

Htus. DiTeriizzi 
Flying 

If Angelic Protector <s the target 
of a spell or ability, it gets +0/+3 
until end of turn. 

‘■My family sheltered in her fight 
the dark was content to wait." 

—Crxmx 

Anoint 

Instant 

Common 

* 

Ulus. Eric David Anderson 
Buyback 3 (You may pay an 
additional 3 when you play this 
spell, if you do. put it into your 
hand instead of your graveyard as 
part of the spoil's effect) 


Prevent up to 3 damage to any 
creature. 

Armor Sliver 
Summon Sliver 
Uncommon 

2/2 

Wus. Scott Kirschner 
Each Sliver gams * > -.This crea¬ 
ture gets -+-0/4-1 until ond of 
turn.” 

Harm: ‘We must learn how they 
protect each other.” 

Mari: ‘After they're done trying to 
kid us. edi right?” 

Armored Pegasus 
Summon Pegasus 
Common 

i ♦ 1/2 

lius. Una Flicker 
Ryhtg 

‘I always charge a little extra to 
take on a pegasus. They fly like 
eagleskick like mules, and hide 
flke hermits.” 

—Tahtien-Dal[ bounty hunter 

Auratog 
Summon Atog 
Rare 

t * 1/2 

IHus. Jeff Miracola 
Sacrifice an enchantment* 
Auratog gets +2 1+2 until end of 
turn. 

The auratog enjoys eating Its 
wards. 



Avenging Angel 
Summon An gei 
Rare 

: »* 3/3 

IHus. Matthew Wilson 
Flying 

If Avenging Angel is put into any 
graveyard from play, you may [tot 
Avenging Angel on top of owner's 
library. 

Circle of Protection: 

Black 

Enchantment 

Common 

i * 

Wus, Harold McNeill 
l: Prevent all damage to you 
from a black source. (Treat fur¬ 
ther damage from that source 
normally.) 

Circle of Protection: 

Blue 

Enchantment 

Common 

l * 

HIus. Harold McNeill 
i : Prevent ail damage to you 
from a Wue source. (Treat further 
damage from that source nor¬ 
mally.) 

Circle of Protection: 

Green 

Enchantment 

Common 

l * 

Wus. Harold McNelil 
:: Prevent all damage to you 
from a green source. { Treat fur¬ 
ther damage from that source 
normally.) 

Circle of Protection: 
Red 

Enchantment 


Common 

l * 

Ulus. Harold McNeill 
j: Prevent ail damage to you 
from a red source. (Treat further 
damage from that source nor¬ 
mally) 

Circle of Protection: 

Shadow 

Enchantment 

Common 

i ♦ 

Hfus. Harold McNeill 
:: Prevent aH damage to you 
from a creature with shadow. 

{Treat further damage from that 
source normally.) 

Circle of Protection: 

White 

Enchantment 

Common 

1 * 

Ulus. Harold McNeill 
;: Prevent ail damage to you 
from a white source, (heat fur¬ 
ther damage from that source 
normaify.) 

Clergy en-Vec 
Summon Cleric 
Common 

I * 

1/1 

Ulus. Heather Hudson 
.?•: Prevent 1 damage to any 
creature Of piayer. 

*Faith $ shield is hammered out 
by the blows of unbelievers. 0 
— Oracfoor-Vec 

Gloudchaser Eagle 
Summon Bird 
Common 

i* 2/2 

IHus. Una Fricker 
Flying 

When Gloudchaser Eagle 
comes into play, destroy target 
enchantment. 


—I fee myth of the rains 

Disenchant 

instant 

Common 

1 * 

Bins. L A WHHams 
Destroy target artifact or 
enchantment. 

The swarm seemed unmoved by 
the artihcfal slivers ' destruction. 
‘They dearly were not the lead¬ 
ers,” Hanna cursed, "tguess we'll 
have to do this the hard way ’ 

Elite Jnvelineer 
Summon Soldier 
Common 

:* 2/2 

Wus. Mark Poole 

if Bite JaveHneer blocks, It deals 
1 damage to target attacking 
creature. 

•Precision is frequently mom 
valuable than force.” 

—Gerrard of the Weatherfight 



Field of Souls 

Enchantment 

Rare 

Ulus. Richard Kane Ferguson 


Whenever a nontoken creature is 
put Into your graveyard from play, 
put an Essence token into play. 
Treat this token as a 1/1 white 
creature wrth fiymg. 

Flickering Ward 
Enchant Creature 
Uncommon 

« 

Hfus. Greg Simanson 
When you play Flickering Ward, 
choose a color. 

Enchanted creature gams protec¬ 
tion from the chosen color. 

•: Return Flickering Ward to 
owner’s hand. 

Gallantry 

instant 

Uncommon 

l * 

iiius. Douglas Shuler 
Target blocking creature gets 
-e4/+4 until end of turn. 

Draw a card. 

‘forgive me," Mrrri whispered. m l 
thought you a burden, and you 
saved my Ufa ” Hanna quietly 
accepted the apology. 



Gerrard’s Battle Cry 

Enchantment 

Rare 

* 

Wus. Val Mayerik 
2 9 : AH creatures you control get 
+1/+1 until end of turn 
Gerrard grinned and drew his 
sword. “This won't be a fair 
fight" he called to his crew. 

” They should have brought a 
second slap!" 

Hanna’s Custody 

Enchantment 

Rare 

2 * 

IHus. DITerlizzi 

Artifacts cannot be the target of 
spelts or abilities. 

‘I protect the Legacy with my life 
if necessary, for its purpose rs far 
more important than my own.” 
-Hanna, Weather! Ight navigator 

Hero’s Resolve 
Enchant Creature 
Common 

1 9 

Wus. Pete Venters 
Enchanted creature gets + 1 /+ 5 . 

‘ Destiny .; chance, fate, fortune — 
they're aif just ways ofdaimmg 
your successes without claiming 
your taHures” 

—Gerrard of the Weatherlighi 

Humility 

Enchantment 

Rare 

2 99 

Wus. Phil Fogko 

Each creature loses aH abilities 

and is a 1/1 creature. 

"Orto cannot deanse the wounds 
of failure” 

—Km. silver golem 

Invulnerability 

Instant 

Uncommon 

i * 

Wus. Drum Snotidy 
Buyback t (You may pay an 
additional i when you play this 
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PLflUER S GUIDE 


spell. If you da put it into your 
hand instead of your graveyard 
as pari of the spot 's effect} 
Prevent all damage to you from 
one source (Jtoat further damage 
from that source normady) 



■us. Donato Gianoota 
tt any creatures attach you. gam 1 
Nte for each attacking creature. 
‘As usual, there w* be tone tor 
prayer onty after the worst hap¬ 
pens. 9 

— Orim. Semite heater 

Orim. Samite Healer 

Summon Legend 

Rare 

t •• 1/3 

Bus. Kaja Fogtio 
Orim. Samite Healer counts as a 
Ctenc. 

«>>: Prevent up to 3 damage to 
any creature or player. 

“The silkworm spins itself a new 
existence. So the heater weaves 
the threads of life ’ 

— Orim, Samite healer 


Knight of Dawn 
Summon Knight 
Uncommon 
i *• m 

llus. Ron Spencer 
First stnke 

• Knight of Dawn gains pro¬ 
tection from toe color of your 
choice until end of turn. 

Rash tike daybreak to the fray. 
—Motto of the Kntghts of Dawn 

Light of Day 

Enchantment 

Uncommon 

»• 

Bius. Drew Tucker 

Black creatures cannot attack or 

Mock. 

“I do not miss sunlight. The very 
memory of it bums my eyes. " 
—Voirath 

Marhlo Titan 
Summon Giant 
Rare 

? * a/3 

■us. Brom 

Creatures with power 3 or greater 
do not untap during their con¬ 
trollers' untap phases. 

*Strapping on nine hundred 
pounds of armor every morning 
would make any warrior cross ." 
—Germrd of the Weatherkght 

Master Decoy 
Summon Soldier 
Common 

1 ♦ 1/2 

lllus. Phil Fogko 
*. <?: Tiip target creature. 

A skilled decoy can throw your 
enemies off your trail. A master 
decoy can survive to do ft again. " 
—Gerrard of the Weathertight 

Mounted Archers 
Summon Soldiers 
Common 

.*• 2/3 

like. Kev Walker 

Mounted Archers can block crea¬ 
tures with flying. 

♦: Moulted Archers can block an 
additional creature this turn. (Ail 
blocking assignments must still 
be legal.) 

Oracle ariVec 
Summon Wizard 
Rare 

l * 1/1 

Ulus. Dan Frazier 
<?: Target opponent chooses any 
number of creatures he or she 
controls. During that player's next 
turn, those creatures attack If 
abie, and no other creatures can 
attack. At the end of that turn, 
destroy each of those creatures 
that did not attack. Use this abil¬ 
ity oily during your turn. 

Orim s Prayer 

Enchantment 

Uncommon 

i «• 


Pacifism 
Enchant Creature 
Common 

l ♦ 

IBus. Adam Rex 

Enchanted creature cannot attack 
or block. 

Frozen by conscience. Kam did 
not resist as the moggs carried 
hen to the Predator. 

Pegasus Refuge 

Enchantment 

Rare 

Ulus. Kev Walker 
2 . Choose and discard a card: 

Put a Pegasus token into play. 
Treat tors token as a 1/1 white 
creature with flying. 

The first Rath-bom pegasus was 
so off ended by the sky that it htd 
its eyes in the earth. —Veciore 

Quickening Licid 
Summon Urid 
Uncommon 
i * i/i 

Blus. Andrew Robinson 

1 w. >?: Quickening Udd loses 
thb ability and becomes a crea¬ 
ture enchantment that reads 
“Enchanted creature gains first 
stnke'* instead of a creature. 

Move Quickening Lirid onto tar¬ 
get creature. You may pay * to 
end tots effect. 

Repentance 

Sorcery 

Uncommon 

2 * 

IHus. Ron Spencer 
Target creature deals to itself 
damage equal to Its power. 
a The cannon wasn 1 aimed at 
you!" pleaded Vhati. 

Tor not sure which is more 
pathetic ." replied Graven, your 
judgment or your am.” 



Sacred Guide 
Summon Ctertc 
Rare 

♦ 1/1 
Hius. Zina Saunders 
: •, Sacrifice Sacrod Guide: 
Reveal cards from your library 
until you reveal a white card. Put 
that card into your hand. Remove 
all other revealed cards from the 
game. 


Safeguard 

Enchantment 

Rare 

Ulus. Thomas M Baxa 
2 •: Target creature deals no 
combat damage this turn. 

Vm amused try wasted effort 
when ft’s not my own. " 

—Hanna. Weathertight navigator 

Serene Offering 

Instant 

Uncommon 

l • 

HJus. Paolo Parents 
Destroy target enchantment. Gain 
life equal to that enchantment's 
total casting cost. 

•A sacrifice made in peace is 
worth a dozen made m panic* 

— Onm. Samite healer 

Soltari Crusader 
Summon Knight 
Uncommon 
2* 2/1 
Bius, Randy Gallegos 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

: *: Soltari Crusader gets 41/4-0 
until end of him. 

"Garry war to the Dauthi, no mat¬ 
ter the way. no matter the world." 
—Sottari bam chant 

Soltari Emissary 
Summon Soldier 
Rare 

i * 2/1 

Nkis. Adam Rex 
•: Soltari Emissary gains 
shadow until end of turn. (This 
creature can block or be Nocked 
by onfy creatures with shadow, j 
Alone at the portal. Erbil began 
his meditation. He realized Imme¬ 
diately that he was not alone. 

Soltari Foot Soldier 
Summon Soldier 
Common 

♦ 1/1 
Ulus. Janet Aufisto 
Shadow (This creature can block 
or be blocked by only creatures 
with shadow.) 

‘Children of the Rums, raised to 
be warriors, know that fife begins 
when another speaks their 
names." 

—So/tori Tates of Ufe 

Soltari Imincer 
Summon Knight 
Common 

2 ♦ 

212 

Ulus. Matthew Wilson 
Shadow rites creature can block 
or be blocked by onfy creatures 
with shadow.) 

First strike when attacking 
“In times of war the victors rarefy 
saw then best for last" 

—Gerrard of the Weathertight 

Soltari Monk 
Summon Cleric 
Uncommon 
** 2/1 
liius. Janet Aulisio 
Protection from black: shadow 
(This creature can block or be 
blocked by only creatures with 
shadow.) 

"Prayer rarefy explains .' 

— Orim. Samite healer 

Soltari Priest 
Summon Cleric 
Uncommon 
*♦ 2/1 
IHus. Janet Aulisio 
Protection from red; shadow (This 
creature can block or be blocked 
by only creatures with shadow.) 

"in Rath. * the priest said ; “there 
is even greater need for prayer’' 


Soltari Trooper 
Summon Soldier 
Common 

i * 1/1 

Bius. Kev Walker 
Shadow (This creature can block 
or be blocked by onfy creatures 
with shadow:) 

If Soltari Trooper attacks, it goto 
+1/+1 untH end of turn. 

■ Dauthi blood is Sottari wine." 
—Soltari Tales of Ufe 

Spirit Mirror 

Enchantment 

Rare 

2*« 

Ulus. D. Alexander Gregory 
Dining your upkeep, if there are 
no Reflection tokens in play, put 
a Reflection token Into play 
Treat this token as a 2/2 white 
creature. 

o: Destroy target Reflection. 



Staunch Defenders 
Summon Sokflors 
Uncommon 
*** 3/4 

Ulus. Mark Poole 
When Staunch Defenders comes 
into play, gain 4 Ufa 
“Holdyour position! Leave doubt 
for the dying!* 

—Tabngartb of the Weathertight 

Talon Sliver 
Summon Sliver 
Common 

l * 1/1 

Ulus. Mike Baabe 
All Silvers gain first stnke. 

Keep them at sword's length!" 
Gercard's order fel! fiat as each 
stiver’s talon suddenly grew 
longer. "Hoki on— -break out the 
potearmsr 

Warmth 

Enchantment 

Uncommon 

! * 

Hius. Drew Tucker 
Whenever target opponent .suc¬ 
cessfully casts a red spoil, gain 2 
life. 

‘Flame grows gentle with but a 
little distanced 
— Orim. Samite healer 

Winds of Rath 

Sorcery 

Rare 

3 *» 

IHus. Drew Tucker 
Destroy all creatures with no 
enchantments on them. Those 
creatures cannot be regenerated 
this turn. 

"There shall be a vast shout and 
then a vaster silence." 

—Oracle on- kec- 

Wort hy Cause 

Instant 

Uncommon 

* 

Hius. John Matson 
Buyback 2 (You may pay an 
additional 2 when you play this 
sped. If you do. put it into your 
hand instead of your graveyard 


as part ol the spelt's effect.) 
Sacrifice a creature: Gam life 
equal to the sacrificed creature s 
toughness. 

Altar of Dementia 

Artifact 

Rare 

Hius. Brom 

Sacrifice a creature: Target player 
puts a number of cards aqua! to 
that creature’s power from the 
top of his or her library into his or 
her graveyard. 

-ft is not that you will go mad. it 
Is that you wifi beg fix madness." 
—Voirath 


Boohy Trap 
Artifact 
Rare 
6 

IHus. Doug Chaffee 
When Booby Trap comes into 
play, name a card other than a 
basic land. 

Whenever target opponent draws 
any cards, he or she reveals 
those cards to all players. If any 
of those cards is the named card. 
Sacrifice Booby Trap and It deals 
10 damage to that player. 

Bottle Gnomes 

Artifact Creature 

Uncommon 

3 1/3 

Ulus. Kaja Fogiio 

Sacrifice Bottle Gnomes: Gam 3 

life. 

“/ am reminded of the table of the 
silver egg. Its owner cracks it 
open to see what jewels it holds, 
onfy to discover a simple ydkm 
yolk." —Kam. silver golem 

Collori Tinviper 
Artifact Creature 
Common 

3 2/1 

IHus. John Matson 
First strike 

The bite of the tamper teds most 
tike a razor drawn across the 
tongue. 



Cold Storage 

Artifact 

Rare 

4 

IHus. Greg Smanson 
^: Put target creature you con¬ 
trol on Cold Storage. 

Sacrifice Cold Storage: Put al 
creature cards on Cold Storage 
into play. 

Cursed Scroll 
Artifact 
Rare 
l 

lllus. D. Alexander Gregory 
* - Name a card. Target oppo¬ 
nent chooses a card at random 
from your hand, if he or she 
chooses the named card. Cursed 
Scroll deals 2 damage to target 
creature or player. 



Artifact 

Rare 

4 

«us, Donato ftanefts 
i. < y: Target opponent *** 
target creature to or te ^ 
trols. Put a token creating 

play and treat ft as a exx 7 w 
creature The token oxaim 

unaffected by summer*,; 

ness this turn. At end tfim 

remove the toton cream ^ 
the game. Play Ms ataman 
sorcery. 

Emerald Medallion 

Artifact 

Rare 

■ue. Sue Qten Broar 
Tour green spefe ccst: *$» 
toptey. 

Emmessi Tome 

Artifact 

Rare 

4 

■us Tom WnersXicr 
5, •?: Drew two arts m 
choose and doarc«art. 
f g like kfe and desirywn 
we know the story, tvtm tot 
road onfy hwt fieri* 

Energteer 
Artifact Creature 
Rare 

4 2/2 

■us. Val Mayer* 

2. Put a +i/*i carter* 

Energy*. 

Like a KWe sets tot tm 
ewntuatiy go otf—er fasten 

Essence Bottle 
Artifact 
Uncommon 
2 

■us Donato Gancoa 

3. ^ Put an eta castor* 


X. Remove aleSrtcwW 
from Essence Bette GaaZW 
for each e&dr carter resort 
this way. 

Excavator 

Artifact 

Uncommon 

2 

■us. Tom Kyflin 
<?, Sacrifrce a basic unfcT** 
creature gams that 
aMrty untt end ofkn $ 
dstor&ng player evttom 
lands of that type. 
ts un&ockt&n 

Flowsione Sculpture 
Artifact Create* 

Rare 

4 4/4 

likis. Hannibal fcne 

2, Choose and dbcarti art 
Ftowstone Sculpfcrt ga« 
first stnke. or tramp* ?0f* 

nenfyorpiAa+IMart** 

Ftowstone Scdpfcxe 
The sculptor weary otto** 
created art that *rxto *** 
itsett 
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fdofs Tomo 


4 

•-DrwracarttUsethfeabil" 
^ if iw have no cards in 

dm tj naval book. 1 ’ 

*Hn 1enough ta use 

r 

tftf^saoouU say that’ 
Grindstone 

nm 

Rare 

«e& &eg SimaRSon 
h i Pdtoe top tow carts of 
s dary into that 
pbyeft privejfa’d If both carts 
^ it iwst one cotof, repeat 
»$ process. 

•Ktroy s t burton tf&t wears 
sttk' sou & mother wears at 
sm* 

Hatoof Possession 

MM 

Rare 

4 

tits. Janet Auteio 
>w choose not to untap 
Has cf Possession duhng your 

afcpptee. 

; 9 Sacntea a creature: Gain 
caw af torget creature as long 
ss^confra* Helm of Posses¬ 
sed tefcn of Possession 
m naas apped- 


JetMariulUon 

tm d 

ran 


An. Sac Elen Brown 

** gtacfc sodh cost t less to 

5*f 

Jinxed Idol 


to. Jdr Uxtson 

Dot* year upkeep, Jinxed ktoi 

MA 2 damage to you. 

- : ^Lire; Target oppo- 
*1 |mb ccnW of Juwed idol 
praa*y 
'j«e' 



Lotus Petal 
Meet 

CM 


•te-^prtLee 

•? .SbBb Lotos Petal Add one 
" WB of ir, vO^or to your mana 
3051 ^ Ws aOrtty as a mana 

swot 

^tetnagne." mused Harma. 
&xr)$tKpeta, “sucha lovely 
^fnapmg such greed." 

Magnetic Weh 

Jnfec 

fast 

2 

ervaturo with any magnet 
Ga ^0Rifattacksj3flcrea- 
^ ^ magnet counters on 
the attacking player 
°**5fi attack If abte. 


if any creature with any magnet 
counters on it attacks, ail crea¬ 
tures wtth magnet counters on 
them that the defending player 
controls block that creature if 
able. 

l, <?•: Put a magnet counter on 
target creature. 

Manakin 
Artifact Creature 
Common 

2 1/1 
I Hus. Scott Kirschner 
yp: Add one colorless mana to 
your mana pod. Play this ability 
as a mana source. 

Hanna regarded Squee steady. 

“Because it’s notatoy.no matter 
how much it may look like one ." 
she said, taking the manakin 
from him. 



‘They are convement in having 
no souls, but less so in havkig no 
spirit." 

—Wrath 

Phyrexlan Splicer 

Artifact 

Uncommon 

Hus. Bran 

2 . yp: Choose flying, first strike, 
trample, or shadow. Target crea¬ 
ture with that ability loses it until 
end of turn. Another target crea¬ 
ture gains that ability until end of 
turn. 

Puppet Strings 
Artifact 
Uncommon 
9 

Bus. Scott Kirschner 
2 . <P: Tap or untap target 
creature. 

*Have no if fusions,^ Volmth 
warned Graven, u about tree wiit~ 

Ruby Medallion 

Artifact 

Rare 

l 

HI us. Sue Bten Brown 

Your rod spells cost ) less to 

play. 

Sapphire Medallion 
Artifact 


Metallic Sliver 
Artifact Creature 
Common 

1 1/1 
Ulus. L. A. WUfiams 

Metallic Sliver counts as a Sliver. 
When the ciever counterfeit was 
accepted by the hive, Wrath's 
influence upon toe stivers grew 
even stronger 

Mogg Cannon 

Artifact 

Uncommon 

thus. Mrtu? Raabo 
<? : Target creature you control 
gets +1/+0 and gains flying until 
end of turn. Af end of turn, 
destroy that creature. 

Moggs never volunteer for 
anything twice. 

Patchwork Gnomes 
Artifact Creature 
Uncommon 
3 2/1 

Itius. Mike Raabo 
Choose and discard a cant 
Regenerate Patchwork Gnomes. 
“Just when I get them working, 
they always start fighting and 
turning at each other for spare 
parts." 

—Hama, Weafheriight navigator 

Pearl Medallion 

Artifact 

Rare 

2 

Ulus. Sue Ellen Brown 

Your white spoils cost l less to 

play. 

Fhymxian Griinoira 

Artifact 

Rare 

3 

Ulus. Doug Chaffee 
», <P: Target opponent chooses 
one of the top two carts in your 
graveyard. Remove that card 
from the game and put the other 
into your hand. 

Every page cost a life: every 
secret cost a thousand more. 

Phyrexian Hulk 
Artifact Creature 
Uncommon 
6 5/4 

Ulus. Matthew Wilson 


2 

lilus. Sue Ellon Brown 

Your biuo spoUs cost i less to 

play. 

Scalding Tongs 

Artifact 

Rare 

IHus. Randy Gallegos 
During your upkeep if you have 
three or fewer cards in your 
hand, Scalding Tongs deals 1 
damage to target opponent. 

‘This has nothing to do with what 
you know and everything to do 
with what I wish." 

—Wrath 

Scroll Rank 

Artifact 

Rare 

2 

Ulus. Heather Hudson 
i, <Pz Choose any number of 
carts to your hand and set those 
carts aside. Put an equal number 
of carts from the top of your 
library into your hand. Then put 
the carts set aside in this way on 
top of your library In any order. 

Squees Toy 
Artifact 
Common 
i 

IHus. Heather Hudson 

»?•: Prevent 1 damage to any 

creature. 

As the horrors dosed in on Gar¬ 
rard. Squee trembfed and 
clutched his toy for comfort. He 
didn't know wtwre it came from 
or why it was so warm, but he 
was glad he 'd kopt it near. 

Static Orb 

Artifact 

Rare 

3 

lUus. Dermot Power 
Players cannot untap more than 
two permanents during their 
untap phases. 

Time passes, time crawts: 

Time doosn t move at ah. 

Tklethopter 
Artifact Creature 
Uncommon 

4 3/1 
[Hus. Thomas M. Baxa 
Tap a creature you control: 


Tetethoptor gains flying until end 
of turn. 

After fosing several of the devices 
to midair cohtsms. Grown for¬ 
bade moggs from operating 
tdethoptors. 

Thumbscrews 

Artifact 


IHus. Charles GiHespie 
During your upkeep, if you have 
five or more carts to your hand. 
Thumbscrews deals 1 damage to 
target opponent. 

‘We will start smalt, I think." 

—Volrath 

Torture Chamber 

Artifact 

Rare 

3 

IHus. Thomas Gianni 
During your upkeep, put a pain 
counter on Torture Chamber. 

At the end of your turn. Torture 
Chamber deals 1 damage to you 
for each pain counter on it 
i, yp. Remove ail pin counters 
from Torture Chamber. Torture 
Chamber deals 1 damage for 
each pain counter on rt to target 
creature. 

Watchdog 
Artifact Creature 
Uncommon 
1 1/2 
ffius. Richard Kane Ferguson 
Watchdog Weeks if aWe. 

As long as Watchdog Is untapped. 
aH creatures attacking you get 
-1/-0. 

its growl is a long, rumbling grind 
of gears and clockwork, its bark a 
blast of hissing steam. 



Ancient Tomb 
Land 

Uncommon 

Bus. Colin Mac Neil 

yp: Add two colorless mana to 

your mana pool. Ancient Tomb 

deals 2 damage to you. 

Them is no giory to be gained in 
the kingdom of the dead 
—Vec tomb inscription 

Galderti Lake 

Land 

Rare 

Hlus. LA Williams 

Caldera Lake comes into play 

tapped. 

P: Add one colorless mana to 
your mana pool. 
yp: Add * or * to your mana 
pool. Caldera Lake deals 1 dam¬ 
age to you. 

Cinder Marsh 
Land 

Uncommon 

Hilts. John Matson 

<P: Add one colorless mana to 

your mana pool. 

«?•: Add 9 or 9 to your mana 
pool. Cinder Marsh does not 
untap during your next untap 
phase 



Forest 

Land 

Land 

Ulus. Dougtas Shuler 
<P: Add ♦ to your mana pool. 

Ghost Town 
Land 

Uncommon 

Hlus. Fom WSnerstrand 
yp: Add one colorless mana to 
your mana pool 

o: Return Ghost Town to owner’s 
hand. Use this ability only during 
another player’s turn. 

‘The air here smeSs like a grave" 
—Cwvax 

Island 

land 

Land 

IBus. Randy Gallegos 
yp: Add * to your mana pool. 

Maze of Shadows 
Land 

Uncommon 

IHus. D. Alexander Gregory 
yp: Add one colorless mana to 
your mana pool. 

<P: Untap target attacking crea¬ 
ture with shadow. That creature 
neither deals nor receives combat 
damage this turn. 

Mogg Hollows 
Land 

Uncommon 
IBus. Joff Laubonsteln 
vv>: Add one colorless mana to 
your mana pool. 

£•: Add * or ♦ to your mana 
pool. Mogg Hollows does not 
untap during your next untap 
phase. 


Mountain 

Land 

Land 

IHus. Mark Poole 

yp: Add » to your mana pool. 

Pine Barrens 

Land 

Rare 

Wus. Rebecca Guay 

Pine Barrens comes Into play 

tapped. 

yp: Add one colorless mana to 
your mana pool. 

<P: Add * or * to your mana 
pod. Pino Barrens deals 1 dam¬ 
age to you. 

Plains 
Mana Source 
Land 
Land 

IHus. Terese Nielsen 

yp: Add * to your mana pod. 

Keflectlnq Pool 

Land 

Rare 

Hus. Adam Rex 
<P: Add to your mana pod one 
mana of any type tt rat any land 
you control can produce. 

“The reflection of land interests 
me far mom than its reality" 

■ Votrnth 

Rootwnter Deptlis 
Land 

Uncommon 

Bus. Roger Raupp 

*P: Add one colorless mana to 

your mana pooL 

yp: Add * or «* to your mana 
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pool. Rootwater Depths does not 
untap during your next untap 
phase 

Galt Flats 

Land 

Rare 

Bus. Scott Kirschner 

Salt Flats cones into day tapped. 

yp: Add one cdortoss mana to 

your mana pod. 

yp: Add * or t to your mana 

pod. Salt Flats deals 1 damage to 

you. 

Goablnnri 

Land 

Rare 

Bus. Andrew Rotwison 
Scahtend comes into play tapped. 

Add one cdortoss mana to 
your mana pool. 
yP: Add * or * to your mana 
pod. Scadand deals 1 damage to 
you. 

Skyshroud Forest 

Land 

Rare 

Bus. Roger Raupp 

Skyshroud Forest comes Into play 

tapped. 

yp: Add one cdortoss mana to 
your mana pod. 

<P: Add « or * to your mana 
pod. Skyshroud Forest deals 1 
damage to you. 

Gtnlkinq Gtonos 
Land 

Uncommon 

Hus. Stephen Daniete 

P: Add one cdortoss mana to 

your mana pod. 

f : Stalking Stones becomes a 

3/3 artifact creature permanently. 

(This creature still counts as a 

tend! 

Swamp 

Land 

Land 

IBus. Brail 

yp: Add **> to your mana pod. 

Thalakos Lowlands 
Land 

Uncommon 

Bus. Jeff A. Menges 

yp: Add one cdortoss mana to 

your mana pool 

*?:Add *or * to your mana 

pod. Thalakos Lowlands does not 

untap during your next untap 

phase. 

Vec Townships 
Land 

Uncommon 

Ulus. Eric David Anderson 
yp: Add one cdortoss mana to 
your mana pod. 

<P: Add * or * to your mana 
pod. V6c Townships does not 
untap during your next untap 
phase. 

Wasteland 

Land 

Uncommon 

Bus. Una Pricker 

P: Add one cdortoss marta to 

your mana pool. 

yp, Sacrifice Wasteland: Destroy 

target nonbasic land. 

“The land promises nothing and 
keeps its promise." 

—Oracle en- Vec 
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idrvM»6y9 CO/WiC &OOVC C*fi 

introduces the exclusive 

IGUANA'S 
INTERNATIONAL 
MAGIC CATALOG 

1 - 888 - 


^261 


Iguana's, the leader in worldwide distribution of Magic: The Gathering singles, is proud to introduce a new six page Magic 

catalog exclusive to The Duelist. 

Now with every issue of The Duelist you will have a price guide and catalog to look through at your leisure. You can order 
any Magic card or box printed and have it at your doorstep usually within a few business days. 

Call now to order any Magic box or singles you need. Join the thousands of satisfied 
customers from around the world and let Iguana's deliver a world of Magic to your doorstep. 

International orders welcome—we specialize in quick delivery to the Pacific Rim, Europe, South 
America, China, and Canada. We encourage international importers to contact us personally to 
receive the best deals for all your Magic needs. 

Call, email, mail, or fax your orders in. Phones are open 8am to midnight (central time) Monday 
through Friday; 11 am to 6 pm (central time) Saturday and Sunday. To mail or fax orders, simply 
write the cards you want on a sheet and send it in with a check, money order, or credit card. 




SHIPPING INFO 


UPS and US Mail 
Single Cards $5.95 
Box or Set $7.95 

+$2.00 each additional Box or Set 
International- 

Call or check www.iguanas-cbc.com 
for current rates 




ORDER INFORMATION 


Phone: 888*844-8262 • International: 319-338-008t 
Fax: 319*338*1663 • Web: www.iguanas-cbc.coni 

Mail: IGUANA S COMIC BOOK CAFE 

123 N. LINN SUITE 1-A 
IOWA CITY, IA 52245 


IMPORTANT ORDERING INFORMATION-Prices subject to change due to market fluctuations. Conditions of cards over $25.00 are 
priced in excellent condition-near mint cards are 10% more and mint cards are 25% more. Iguana's accepts VISA, Mastercard, 
Discover, check, and money orders. Fee of $15 on returned checks. All singles are satisfaction guaranteed for 5 days after receipt If 
returned in like condition for exchange or credit. No cancellations or returns on pre-orders and card game boxes. 

IGUANA'S INTERNATIONAL MAGIC CATAL0 

KEY COLOR Bk—Black Bl-Blue G=Green M^Multi-colored N=None R=Red W=White RARITY C=Common U=Uncommon R-ftare 


ALPHA/BETA/UNLIMITED CARD LIST 



Packs 

Box 

Set 

Alpha Starters 

call 

call 

$4795 

Alplia Boosters 

call 

call 

$4795 

Beta Starters 

$289 

$2495 

$4895 

Beta Boosters 

$119 

$3995 

$4895 

Unlimited Starters 

$219 

$1995 

$2495 

Unlimited Boosters 

$89.95 

$2995 

$2495 

Alpha/Beta commons not listed 

$2.00 

Unlimited commons not listed 


$0.75 


‘ 


ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


ALPHA/BETA/UNLIMITED CARD LIST (coot. 


C ard Till* 


Color Rarity Alpha Beta I nlld 


(oior Rarity Alpha & •* 


C ard Title 

Color 

Rarity Vlpha 

Beta 

l nhd 

Air Elemental 

Bl 

U 

$7.00 

$9.00 

$2.00 

Ancestral Recall 

Bl 

R 

$179.00 

$iwt*> 

$159.00 

Animate Artifact 

Bl 

U 

$5.00 

$6.00 

51.4X3 

Animate Dead 

Bk 

U 

. 

$8.(X> 

S2.00 

Animate Wall 

W 

R 

$6.00 

$61X) 

$1.00 

Ank.li Of M'.dira 

A 

R 

$12.00 

$14.00 

S2.00 

Amugctkk'n 

W 

R 

$44.00 

$52.00 

$9.00 

Aspect of Wolf 

G 

R 

$14.00 

$1400 

$4.tX» 

Bad Moon 

Bk 

R 

$35.00 

$38.fX) 

$83X1 

Badiunds 

N 

R 


$59.CX) 

$16.00 

Balancc 

W 

R 

$39.00 

$49 (X) 

$4.00 

Basalt Monolith 

A 

U 

s&oo 

$8.00 

$1.00 

Bayou 

N 

R 

$50.00 

$59. (X) 

$15.00 

Berserk 

G 

U 

$44.00 

$44.00 

$36.00 

Birds of Paradise 

G 

R 

$36j00 

$39.00 

$8.00 

Black Knight 

Bk 

U 

$9.00 

$17.00 

$2.50 

Black Lotus 

A 

R 

3 

i 

8 

$ 

<✓* 

$299.00 

Black Vise 

A 

U 

$17.00 

$19.00 

$1.50 

Black Ward 

W r 

U 

53.00 

$3.00 

$1.00 

BU/c of Glory 

W 

R 

$44.00 

$44 <)0 

$27.(X) 

Blcssmg 

W 

R 

$11.00 

$13.00 

$2.00 

Blue Ward 

W r 

U 

$3.00 

$3.00 

$1.(343 


Bog Wraith 

BraingevttT 

Burrowing 

Camouflage 

Qnde 

Celestial Prism 
Channel 
Chat* Orb 
Chaoslaoe 
Ckickvwxk Beast 
Clone 
Cockatrice 
Consecrate I .and 
Conservator 
Contract from Bek**, 
Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Coumerspeil 
Crusade 
Crystal Rod 
Cursed Land 
Cyrioman Tomb 
Dark Ritual 
Dark poet 
Dcathcnp 
Dealhiace 
Demonic Attorney 
Demonic Hordes 
Demonic Tutor 
Dingus Egg 
Disenchant 
Disintegrate 
Disrupting Scepter 
Dragon Whelp 
Dram Life 


Bk U 


Bl 

R 

G 

W’ 

A 

G 

A 

R 

A 

Bl 

G 

W 

A 

Bk 

Bl 

W 

A 

Bl 

Bl 

W 

A 


Bk U 
A R 


Bk U 
Bk R 


Bk R 
Bk R 


Bk U 
A R 


$4 00 
$27.00 
$3.00 

$7.00 

$3.00 
$3.00 
$3.00 
$89.00 
$9.00 
$14 00 
$19.00 
$17.00 
$16.00 
$3.00 
$9.00 
$13.00 
$3.00 
$12.00 
$23.00 
$17.00 
$38.00 
S3.00 
$3.00 
$70310 
$5.00 
$9.00 
$3 00 
$9.00 
$9.00 
$24.Ot) 
$18.00 
$12.00 
$5.00 
$3,00 
$33.00 
$4.00 
$3.00 


$6.(X) 
$37.00 
S3.1X) 
" . v - 

$3.<X> 
$3.00 
$3.(X) 
$99.00 
$9.00 
$14.00 
$22.(X) 
$17.00 
$16.00 
S3.(X> 
S9.(X) 
$14.00 
$3.00 
$13.(X) 
$29 00 
$19.00 
$44 .(X) 
$3.00 
$3.<X) 
$60.00 
$7.00 
$9.00 
$3.00 
$9.00 
$9.00 
$24.(X) 
$19.(X) 
$14.00 
$8.00 
$5 (X) 
$37.00 
$ 6.00 
$4.00 


$1.00 
$9.00 
$1.00 
$6.00 
$1.00 
$1 < 
$1 . 
$69.1X1 
$1.(X) 
$200 
$ 6.00 
$4.00 
$12.00 
SI.00 
S2.00 
$2.00 
$1.00 
$6.00 
$7.00 
$2.00 
S8.no 
$1.00 
$1.00 
$49.00 
.50 

$ 2.00 
$1.00 
S1.<X) 
$2 00 
S8.00 
S6.1X) 
$ 2.00 
$1 00 
S.50 
$3.00 
$ 1.00 
$.50 


Drain Pimer Bl 

Dvsarven Demolition Team R 


Earth Elemental 
i-utikpiake 
blv i«,h Archer* 

Evil Presence 

False Orders 

Farmstead 

Fastbond 

Feedback 

Eire EJcmentaJ 

Firehall 

Flashfirrs 

Force of Nature 

Forcefield 

I xwi 

Fungusaur 
Gaea's l iege 
Gauntlet of Might 
Grant Growth 
Glasses of Urea 
Gloom 

Goblin Balkxm Brigade 
Goblin King 
Granite Gareoyk 
Green Ward 
Helm of ChaUuk 
Hive, The 
Howling Mine 
Hurricane 
Hypnotic Specter 
Ice Storm 
lev Manipulator 
IliUMonary Mask 
Instill Energy 
Invisibility 
Iron Star 


$1900 $19 iD 
$1100 SI200 
$3 00 S3® 

$29.00 $> 0 
$24.00 S' ‘ 
$ 3 00 S' 30 
$5 00 S< 0 
$9.00 $vOQ 
$24 (X) $24 U) 
$3 00 $300 

$400 $400 

$600 $"l0 

$3 00 $300 

$25.00 $29 " 
$139.00 $149 00 
$35 00 $45 00 
SHOO 514.00 
$13.00 515 00 
$139 00 $13900 
$4.00 $4 00 

$3 00 $300 
$3.00 S? 00 
$3.00 00 
$19.00 $24® 
$24 (X) $27 00 
$3.00 $300 
$94)0 $9® 

$1000 si:"’ 

$4400 
$3.00 S’ 90 
$15.00 $19.00 
$2600 $ 26 “ 
r 

$3900 $45® 
$300 ST® 
$6.(X) $6® 

$3.00 $3.® 


s:« 


Sli 

'• 


Si 


$191 

S4. 

$51 


S»J 


SI 

$1 

$11 


S3 

$7i 

ST 

SI 

s: 

* 

ST 

$2i 


S29 


N 
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ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


t-rfU* 


Cutar Rant} \lpha Beta Inltd 




Or* 
MnCap 
'^Sutac 


SSM-i 


iS? 

gS,** 

SufArkn* 

lur 

Vl»:VX Ha l 

Brace i)?M 
Hmrtet 
uma Short 

U«VrP' 


R 

W 

A 

A 

A 

A 

A 

W 

R 

A 

G 


W U 


SI.00 
S9.0U 
$*.00 
$9,00 


$7.00 

■ 

S9.(X) 

$3.(X) 

$5.00 


SI. 00 
S9.00 
$*.00 

$ 9.00 Mi 

SI6XX) $24.00 $15.00 
$26.00 S29.00 $3.fX) 

$15.00 SI 7.00 
$3.(X) $3.(X) 

$7.00 
$9.00 
$9.00 
$.*.00 
$3.00 
$.*.00 


Si XX) 
$2.00 
$1.00 
$ 2.00 


$4.00 
$1.00 
SI.00 
$2.00 
$2.(X) 
$1.00 
$1.00 



m#n*w 

^EjaerAJ 

>*■* kt 
\k*M 

. 

**ta|i*P 

Xreewnf* Dok 


Bk 

R 

$59.00 

$64.00 

$47.00 

G 

U 

$3.00 

$3.00 

$1.00 

G 

R 

$9.00 

$9 00 

$1.00 

Bl 

U 

$3.(X) 

$3.00 

si.no 

R 

C 

VMM 

$10.00 

$.50 

G 

R 

SI 2.00 

$14.00 

$2.00 

G 

R 

S9.00 

$9.(X) 

$23 X) 

A 

U 

$4.00 

$4 00 

$1.00 

Bi 

R 

: ' 

$19.00 

$3.00 

Bk 

R 

$17.00 

$19.00 

$6.00 

G 

U 

$3.00 

$3.00 

$1.00 

Bl 

R 

$24.00 

$27.00 

$5.00 

Bl 

R 

$27.00 

$32, 00 

$7.00 

R 

R 

$17.00 

$19.00 

$6.00 

Bl 

R 

$15.00 

$17.00 

S3.00 

A 

R 

$17.00 

$19.00 

$5.00 

R 

R 

$13.00 

$15 00 

$2.00 

A 

R 

$22.00 

$24.00 

$4.00 

Bk 

R 

$17.00 

$19.00 

$2.(X) 

A 

R 

S209.(X) $219.00 

$159.00 

A 

R 

$219.00 

$229.00 

S1693X) 

A 

R 

$219.00 $229.00 

$169.00 

A 

R 

■ 

$169,IX) 

A 

R 

$219.00 

$229.00 

$169.00 

G 

R 

$32.00 

$34.00 

S24.IM) 

Bk 

R 

$17.00 

S 19.00 

$3.(X) 

Bk 

U 

$4.00 

$4.00 

Sl.OO 

A 

R 

$52.00 

$69.<X) 

S 10.00 

Bk 

K 

$291)0 


$8 00 


REY1SED/4TH EDmON/ 


STH EDITION CARD LIST 


Revised 


Starter Deck 

$29.95 

Starter Box 

$249.95 

Booster Pack 

$7.95 

3ooster Box 

$259.95 

Complete Set 

$209.00 

Al Commons Not Listed 

$50 

*th Edition 


Starter Deck 

$8.95 

Starter Box 

$79.95 

Booster Pack 

$2.95 

Booster Box 

$94.95 

Complete Set 

$139.00 

Al Commons Not Listed 

$50 

5th Edition 


Starter Deck 

$8.95 

Starter 

call 

Booster Pack 

$2.95 

Booster Box 

call 

Complete Set 

call 

Al Commons Not Listed 

$75 

( afar Rarity Price 


Card Title 

Color 

Rarity 

Alpha 

Beta 

l nltd 

Card Title 

( olor 

Rarity 

Alpha 

Beta 

Inltd 

Northern Paladin 

W 

K 

SI 7.00 

$22.00 

$3.00 

Taiga 

N 

R 

$50.00 

$59.00 

$16.00 

Ohsiaruw <iolem 

A 

U 

S3 00 

$3 00 

$1.00 

Thicket Basilisk 

G 

U 

$4.00 

$5.00 

$100 

Orcish Artillery 

R 

U 

$9 .IX) 

$3.00 

Sl.OO 

Thought l»ce 

Bl 

R 

$9.00 

$9.00 

SI.00 

Orcivh On flaxnme 

R 

U 

$35.00 

$300 

ii oo 

Throne of Bane 

A 

U 

$3.00 

$3 00 

$1 00 

Pew mill Incarnation 

W 

R 

$17.(K> 

SI 9.00 

$3.00 

Timher Wolves 

G 

R 

$17.00 

$19.00 

$200 

Phantasmal Forces 

BI 

U 

$3.00 

$300 

$1.00 

Time Vault 

A 

R 

Si 09.00 

$119.00 

$7900 

Phantom Monster 

Bl 

U 

$5.(X) 

$6.00 

Sl.OO 

Time Walk 

Bl 

R 

$259.00 $279.00 

$199.00 

Pirate Ship 

BI 

R 

$9(X) 

$9.00 

$2.00 

Timelwisier 

Bl 

R 

$169.00 $179 00 

$ 129.00 

Plateau 

N 

R 

$50.00 

$59.00 

$20.00 

Tropical Island 

N 

R 

$50.00 

$59.00 

$1500 

b^cr Surge 

R 

R 

$12 00 

SI 4.00 

$2.00 

Tsunami 

G 

U 

$3.00 

$3.00 

$100 

Psionic Blast 

Bl 

U 

S39.(X) 

$39 00 

$29.00 

Tundra 

N 

R 

$50.00 

S59 (X) 

$1600 

Purelaee 

W 

R 

$9.00 

$900 

$1.00 

Tunnel 

K 

U 

$3.00 

$3.00 

$100 

Raging River 

R 

R 

$39.00 

$44.00 

$29 .(X) 

Twiddle 

Bl 

C 

$3.00 

S3.00 

$50 

Rea Ward 

W 

U 

$3.00 

$3.00 

$1.00 

Two-Headed Gianl vHirivs R 

R 

$54.00 

S59 00 

$42 00 

Rcgrowth 

G 

u 

$14.00 

$19.(X) 

$300 

Underground Sea 

N 

R 

$50.00 

$59.00 

$1600 

Resurrection 

W 

u 

$3.00 

$3 00 

$1.00 

Uthdcn Trull 

R 

U 

$3.00 

$3.00 

$100 

Reverse Damage 

w 

R 

$18.00 

$22 (X) 

$4.00 

Yerduran Hnchantrrsv 

G 

R 

$9.00 

$9.00 

$2 00 

Righteousness 

w 

R 

$ 16.00 

$18.00 

s&oo 

Vesta van Doppelgangrr 

Bl 

R 

$49 .(X) 

$5900 

$1900 

Roc of Kher Ridges 

R 

R 

$19 00 

S22.1X) 

$7.00 

Ycleran Bodyguard 

W 

R 

$20.00 

$2400 

$500 

Rock Hydra 

R 

R 

$24.00 

$29.00 


Volcanic Eruption 

Bl 

R 

$9.00 

$9.00 

$2.00 

Rod of kuin 

A 

U 

$3.00 

$3.00 

Sl.OO 

Volcanic Island 

N 

R 

$50.00 

$59 00 

$16.(X) 

Royal Assassin 

Bk 

R 

S390O 

$46.00 

$ 12.00 

Wall of Air 

Bl 

U 

$5.00 

$5.00 

SI00 

Sacrifice 

Bk 

U 

$.3.00 

$3.00 

Sl.OO 

Wall ot Bone 

Bk 

U 

$3.00 

$3.00 

$1.00 

Savannah 

N 

R 

$5000 

S59.IX) 

$ 15.00 

W all of Brambles 

G 

U 

$3.00 

$3.00 

SHX) 

Savannah Lions 

W 

R 

S35.1X) 

$42 00 

$6410 

Wall of l ire 

R 

U 

S3J0O 

$3.00 

$1.00 

Scavenging Ghoul 

Bk 

U 

S3 (X) 

$3.00 

si.oo 

Wall of Ice 

G 

V 

13.00 

$3.00 

$1.00 

Scrubland 

N 

R 

$50.00 

$59.00 

$15.00 

Wall of Stone 

R 

V 

$3.00 

$3.00 

$1 00 

Sedge Troll 

R 

R 

$24.00 

$20 (X) 

? 

Wall of Swords 

W 

u 

$5.00 

$5.00 

$1 00 

Scngir Vampire 

Bk 

V 

$14.(X) 

$18.00 

$4.00 

Wall of Water 

Bl 

u 

$3.00 

$34)0 

$1.00 

Serra Angel 

W 

U 

$29.(X) 

$<6.00 

$5.50 

Wall of W ood 

G 

c 

$3.00 

$3.00 

$1.00 

Shivan Dragon 

R 

R 

$69.00 

$84 00 

$17.00 

Wanderlust 

G 

If 


$3.00 

$1.00 

Simulacrum 

Bk 

U 

$3.00 

$4.00 

$1.00 

W arp Artifact 

Bk 

R 

$13.00 

$17.00 

$2.00 

Sinkhole 

Bk 

C 

$17.00 

$19.00 

$154)0 

Water FJememal 

Bl 

V 

$3.00 

S3 00 

$1.00 

Siren's Call 

Bl 

u 

$3 (X) 

$3.00 

$1.00 

Web 

G 

R 

$13.00 

SI 6.00 

$2jOO 

Sleight of Mmd 

Bl 

R 

$18.00 

$24.00 

$4.00 

W licel of Fortune 

R 

R 

$39.00 

$45 .(XJ 

$12 00 

Smoke 

R 

R 

$9.(X) 

$9.00 

$2.00 

White Kmght 

W 

U 

v: 

$18.00 

$2.00 

Sol Rmg 

A 

U 

$18,00 

$2200 

$7.00 

White Wind 

w 

U 

$3.00 

$3.00 

$1.00 

Soul Net 

A 

U 

$3.00 

$3.00 

$1.00 

W'ifl-O'-The-Wlsp 

Bk 

R 

S34.IXJ 

$39.00 

$7.00 

Stasis 

Bl 

R 

$24.00 

$32.00 

$5.00 

Winter Orb 

A 

R 

$34.00 

$39.00 

$5.l» 

Steal Artifact 

Bl 

U 

$5 00 

$5.00 

$1.00 

Wooden Sphere 

A 

U 

$3.00 

$&QQ 

$1.00 

Stone Giant 

R 

U 

$3.00 

$3.00 

Sl.OO 

Word of Command 

Bk 

R 

$69.00 

$74(X) 

$49.00 

Sunglasses of Urea 

A 

R 

S9.(X> 

$9 (XJ 

$2.00 

Wrath of God 

W 

R 

$42.00 

$49.00 

SiUX) 

Swords to Plowshares 

W 

U 

$19.00 

$22.00 

$2.00 

Zombie Master 

Bk 

R 

$13.00 

S15.fX) 

$2.(X) 


C art! Title 


< olor Kirty Price 


«rj(iaxvnle% 
Itancon 
IMil Specter 

CfaSkT?) 
b rwy 
% Fieactui 

^aUrKOMMc 

Wilw 

CcOSUblc 

%)** 

Sb** 

^=weDad 

^NAccOod 

y^toAAei 

Kale Gear 

^toiXWolf 

•S?* 1 


SI. 00 
SI.00 
SI 00 
SR 00 
SI 00 
SI 00 
$1.00 
$3.00 
$2 00 
S200 
$2.00 
$1.00 
S3.00 
SI (XI 
Si 00 
SI 00 
$1.50 
$2 00 
$2.00 
SI 50 
$ 8.00 
$1.00 
SI 00 
SI oo 

S3 00 
SI.(JO 
$1.00 
51.00 
7 

$14 00 
S3.00 


Ball lughtmng K 

Bari's Cage A 

Basalt Monolith A 

Bayou N 

Binding Grasp Bl 

Bird* ot Paradise G 

Black Knight Bk 

Black Man* Batter} A 

Black Vise A 

Black Ward W 

Blessing W 

Blight Bk 

Blinking Spirit W‘ 

Blue Mana Batter} A 

Bhic Ward W 

Bog Wraith Bk 

Bottle of Suleiman A 

Bottomless Vault l. 

Braingcvser Bl 

Brass Man A 

Breeding Pit Bk 

Broken Visage Bk 

Broti/e Tablet A 

Brushland L 

Burrowing R 

Caribou Range W 

Camon Ant* Bk 

Castle W 

Cave People R 

Celestial Prism A 

Channel G 

Chaoslaoe R 

Circle <* Protection: Artifacts W 
City of Bras* L 

Clockwork Avian A 

Clockwork Beast A 

Clock went Steed A 

(Hone BJ 

Cockatrice G 

Colossus of Sanjba 
Conquer R 

Conservator A 

Contract from Below Bk 

Control Magic Bl 

Conversion 

Cop} 1 Artifact B> 

Coral Helm £ 

Cosmic Horror Bk 

CountervpcU Bl 

Craw Giant G 

Crimson Manticore K 

Cmw n of tlie Ages A 

Crumble G 

Crusade 

Crystal Rod A 

Cursed Land Bk 

Dance of Many Bl 

Dancing Scimitar A 

Darkpact Bk 

Death grip 

Dcathgrip gk 

Deatfrlacc Bk 

Deflection 
Demonic Attorney 
Demonic Hordes 


$10.00 

S*.(X) 

si.no 

$1*.(X) 
Sl.OO 
$6 00 
S2.1XJ 
S4.00 
Si. 50 
$30 
$1.00 
$1.00 
■ 

$4.00 
$.50 
Sl.OO 
$1.00 
S5.00 
$ 6.00 
Sl.OO 
$ 2.00 
$3.00 
S2.00 
S8.1X) 
$UX) 
$3.00 
$1.50 
$UX) 
SI AX) 

si.oo 
SI 00 
$1.(X) 
$1.50 
$9.00 
$3.00 
S2.00 
SUX> 
$5.00 
$3.00 
$4.<X> 
$1.00 
$1.00 
$2.00 
$130 
$1.00 
$6.<X> 
$2.00 
$3.00 
$1.50 
$1.00 
$3.00 
$5.00 
$1.00 
$7.00 
$1.00 
$1.00 
$3.00 
$ 2.00 
$2.00 
$1.00 
$1.00 
$1.00 
S7.00 
$ 2.00 
Sl.OO 
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1 REV1SED/4TH/5TH CARD LIST (cont.) 1 

Card Iltle 

Color 

Rarity 

Price 

Card Title 

Color 

Rnrit) 

Price 

Demonic Tutor 

Bk 

U 

$4.00 

Hollow Tree* 

L 

R 

$5.00 

Denelor 

Bk 

R 

$3.00 

Howling Mine 

A 

R 

$V.(X) 

Desert Twister 

G 

U 

Si.00 

Hun - Jtwkal 

R 

R 

$2.50 

Detonate 

R 

U 

Sl.OO 

Hurricane 

O 

U 

$1.00 

DiabolK Machine 

A 

U 

$1.00 

Hydroblast 

Bl 

U 

$1.00 

Dingus Egg 

A 

R 

$3.(X) 

Hypnotic Specter 
kalian Phalanx 

Bk 

U 

£L58 

Disrupting Scepter 

A 

R 

$3.00 

W 

U 

$1.00 

Divine Translofmation 

W 

U 

$I.(X) 

leal tan Store 

L 

R 

$5.00 

Dragon Engine 

A 

R 

$200 

kalian Town 

W’ 

R 

$3.00 

iJragcm W help 

R 

V 

$1.00 

Icc Roe 

L 

U 

$1.00 

Drain Power 

Bl 

R 

$3.50 

Inferno 

R 

R 

$4.00 

Dust to Dust 

W 

U 

$1.00 

Infinite Hourglass 

A 

R 


Dwarven Catapult 

Dwarvcn Hold 

R 

U 

$1.00 

Instill Energy 

G 

U 

$1.00 

L 

R 

$5.00 

Iron Star 

A 

U 

$1.00 

Dwarven Ruins 

L 

V 

$1.00 

Iroix law C’ursc 

R 

R 

$3.00 

Dwarvm Weaponvmtth 

R 

U 

$1.00 

l.daiai Fiih Joconrus 

Bl 

K 

S2.00 

Earth Elemental 

R 

U 

$1.00 

Island Sanctuary 

W 

R 

$1.00 

Esarthquake 

Ebon Stronghold 

R 

L 

R 

V 

$4.00 
$1 00 

Ivory Cup 
lvtxy Guardians 

A 

W 

U 

IJ 

$1.00 

$1.00 

Ebony Horse 

A 

R 

$2.00 

Ivory Tower 

A 

R 

15.00 

El-HanS) 

Elder Druid 

Bk 

R 

$2.(X> 

Jikie Monolith 

A 

R 

s:.(xj 

G 

R 

$3.00 

Jalum Tome 

A 

R 

$3.00 

Elder 1 And Wuim 

W 

R 

$3.00 

Jandor's Ring 

Jaixka-’s Saddlebags 

A 

R 

$3.00 

Elkin Bottle 

A 

R 

£340 

A 

R 

$3.00 

Elven Ridcrj. 

G 

U 

$1 (X) 

Jaycmtkie Iutnc 

A 

R 

$4 00 

Elvish Archcis 

G 

R 

$4A)0 

Jester's C'ap 

A 

R 

$15.00 

Energy Hux 

Evil Eye of Omis-by-Gorc 

Bl 

U 

$1.00 

Johtull Wunn 

G 

U 

$100 

Bk 

U 

$1.00 

Jokulhaujjs 

J<>ven’s Tools 

R 

R 

$900 

Evil Presence 

Bk 

U 

$1 00 

A 

G 

$1.00 

Eye for an Eye 

W 

R 

$2.00 

Juggernaut 

A 

V 

suoo 

Pullen Angel 

Farmstead 

Bk 

U 

$2.00 

Junon Elreet 

Bk 

V 

$1.00 

W 

R 

$2 00 

Justice 

W 

u 

Sl.OO 

l^stbond 

G 

R 

$6.00 

Juxtapose 

BI 

R 

$3.00 

Feedback 

Bl 

o 

$1 0t) 

Kanna 

W* 

U 

Sl.'Xi 

Fekion’s (’ane 

A 

u 

$1.00 

Kaqjlusan Rrrevt 

Keldon Warlord 

L 

R 

$9.(X) 

Feflwar Stinve 

A 

u 


R 

U 

Si.50 

Feroz‘s Ban 

A 

R 

$2.00 

Killer Bees 

G 

i: 

$2.00 

Fire Drake 

R 

U 

$1.00 

Kismet 

W 

u 

$1.00 

Fire Elemental 

R 

U 

$1.00 

KjcUkiran Royal Guard 

W 

R 

$5.00 

Marne Spirit 

R 

U 

$1.00 

Kjcldonn Skycaptain 

w 

u 

Sl.OO 

Flash fiTes 

R 

U 

$1.00 

Knight of Strotngakl 

Bk 

V 

$1.00 

Mying Carpet 

A 

R 

$2.00 

Korrnus Bell 

A 

K 

$3.00 

Fewer of Natum 

G 

R 

$5.00 

Kud/u 

G 

R 

$3.00 

Forget 

Fore 

Bl 

R 

$3.00 

Lance 

W r 

U 

$1.00 

R 

R 

$17.00 

I^uid Tax 

W 

R 

$7.00 

IkHintain of Youth 

A 

l 

$1.00 

lxrshntc's Rite 

Bk 

U 

$1.00 

Fungusaur 

Fvndborn Ekler 
(Xaea’s Liege 

Game of Chaos 

G 

R 

$3.00 

fjeviathan 

Bl 

R 

$4.00 

G 

U 

Sl.OO 

1^} Druid 

G 

V 

$1 00 

G 

R 

Vi>. 

Lhurgoyf 

G 

R 

$7.00 

R 

R 

$3.00 

Ubraty of Lcng 

A 

U 

$1.00 

Gauntlets of Chaos 

A 

R 

$3 00 

l jfeforce 

G 

u 

$1.00 

( Hacial W’uB 

Bl 

U 

H 00 

Eifebce 

G 

R 

$1.00 

Glasses of Ur?a 

A 

U 

$1.00 

Ufetap 

Bl 

U 

$1.00 

Gloom 

Bk 

U 

$1.00 

Living Artifact 

G 

R 

$3.00 

GoWin Balloon Brigade 

R 

U 

$1 (XJ 

I aving lands 

G 

k 

$2.00 

Goblin King 

R 

R 

$3.00 

laving Wall 

A 

U 

$1.00 

Goblin Warreas 

R 

R 

$5.00 

Lord of Atlantis 

Bl 

R 

$3.50 

Granite (rarcovle 

R 

R 

$(>.00 

Lord of the Pit 

Bk 

R 

$6.00 

Cheater Realm c< Preservation W 

U 

$2 50 

Lure 

G 

U 

$1.00 

Greater Werewolf 

Bk 

U 

$2.00 

Magical Hack 

Bl 

R 

$5.00 

( ircen Ward 

W 

u 

$.50 

Magnetic Mountain 

R 

R 

$2.00 

Haven wood Battleground 

L 

u 

$1 50 

Magus, of the Unseen 
Manaimxj Djinn 

Bl 

R 


Hecatomb 

Bk 

R 

$600 

Bl 

R 

$6.00 

Helm of Chsuuk 

A 

R 

Sl.(X) 

Mana Clash 

R 

R 

$3.00 

Hive. The 

A 

R 

$3.00 

Mans Flare 

R 

R 

$4.00 
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REVISED/4TH/5TH CARD LIST (cont) 

1 REVISED/4TH/5TH CARD UST (cont) 

| ARABIAN NIGNTS CARD LIST (cont.) 

( urd lltk* 

( olor 

Kirt> 

Price 

Card 111k* 

C 'olor 

Rarity 

Price 

Card Title 

l 'olor 

Rarity 

IVkre 

Mana Short 

B! 

R 

S3 00 

fawTKK * Waixl 

A 

V 

S100 

JandurX Ring 

A 

U 2 

$6.00 

Mana Vault 

A 

R 

S4.(X1 

|jvunh\ Weaponry 

A 

V 

$1 00 

JaiyW's Saddlebags 

A 

U 2 

Mi.tX) 

Manabaota 

R 

R 

S3 (XJ 

Tcmpcvt Hfrcct 

R 

R 

S2.00 

Jeweled Bird 

A 

IJ ^ 

$4.00 

Mceknonc 

A 

R 

S4.00 

Tctravu* 

A 

R 

$3.(X) 

Jihad 

W 

V 2 

S45.fX) 

Mijac Djmn 

R 

R 


Ducket Ba-vilivk 

G 

l 

$1.(X» 

Jumln Efreet 

Bk 

U 2 

$8.(X) 

Mitldone 

A 

R 

S7.00 

Thought lace 

Bi 

R 

Sl.00 

Ju/iim Djinn 

Bk 

l jmw.uu 

Mind IRwib 

Bl 

U 

Sl.00 

Thmne of Bone 

A 

U 

SI (X) 

KIntel Ghoul 

Bk 

U -♦ 


Mind Iwist 

Bk 

R 

S2tX) 

ThroU Retainer 

Bk 

U 

Sl.tX) 

Kmc Suleiman 

W' 

U 2 

$24.(X) 

Mind W.up 

Bk 

U 

Sl.00 

Timber Wolves 

G 

R 

S 3.00 

Kin) Ape 

R 

C 5 

$2.00 

MishraXI-aetorv 

L 

U 

$4 <X> 

Time Bomb 

A 

K 

S4.00 

l .tbrary of Alexandria 

N 

U 3 

S99XK) 

MishtaX War M.-xhine 

A 

R 

S2.IX) 

Time Elemental 

Bl 

R 

S7.00 

Magnetic Mountain 

R 

U 3 

$5.00 

Mole Worms 

Bk 

U 

si.no 

Tiiarna’fc Song 

G 

R 

S2.S) 

Mere tent Ship 

Bl 

U 3 

$8 00 

Necroputcncc 

Bk 

R 

S9.00 

Tiiskelt<*n 

A 

k 

S2.50 

MrtanxxrplKisjs 

G 

C 4 

$1.00 

Sethx'f SK.»k>w 

Bk 

R 

$4 00 

Tropical IsJami 

N 

R 

Sl3.0t) 

Mifac Djmn 

R 

U 2 

$8.00 

Nettlblg Imp 

Bk 

U 

$2.(Xi 

IVlKT 

W 

K 

S3.1X) 

Vhxwish Cavalry (a) 

W 

C 4 

S2.00 

NevfeyrndX Disk 

A 

R 

SM.cm 

Isunatm 

G 

U 

SI 00 

Mountain 

N 

C 1 

SI 1.00 

S’ightm<ue 

Bk 

R 

$7.00 

lundru 

N 

R 

514.00 

Nafs Asp <a> 

G 

C 3 

SI <X> 

\t«nhern Pdadin 

W 

R 

SS.IX) 

Tunnel 

k 

V 

. 

Oasis 

N 

V 4 

S4(XJ 

< JttSJV 

L 

U 

$1 (X) 

P ix ie btvan 

Bk 

u 

Sl.00 

Old Man erf the Sea 

Bl 

U 2 

SM.(X) 

OK'H4, of CiKlomf 

A 

R 

h ) 

1 nderground River 

L 

K 

S8.00 

Ouhlictfe (ai 

Bk 

C 2 

$3.(X) 

Obsiauuv Gi-dem 

A 

U 

Sl.00 

1 TxkTjinmrKl Sea 

N 

R 

$14.00 

Ihety (a» 

W' 

C 3 

$1.<X) 

Omilct 

A 

R 

$2.00 

Untamed W iki* 

G 

U 

SI (X) 

INtamkis 

A 

U 2 

$24.00 

Oreish Artillery 

R 

U 

$1.00 

Ur/as Avenger 

A 

R 

S4.00 

Repentant Blacksmith 

W 

U 2 

$6.(X) 

third) Captain 

K 

U 

SlOO 

Uiza’s Bauble 

A 

U 

u.oo 

Ring of Ma'riJl 

A 

U 2 

S.M.(X) 

(hvivlj Ontlainme 

R 

u 

Sl.00 

l ihiien Troll 

R 

U 

SI .<10 

Rukh Egg (a) 

R 

C 3 

Si 7.00 

Oreiah .Squ.iner\ 

R 

R 

S5.tx> 

Vcrxhiratt Enchantress 

G 

R 

S2.O0 

Sandal* of Alxkllali 

A 

U 3 

$7.00 

Oixlei«4 tlie Sat red Tmvh 

W 

R 

$4.00 

Vesuvius Doppelganger 

Bl 

R 

SI 8.00 

Sandstorm 

a 

C 4 

Sl.00 

Order irfilw W hite Shield 

W 

U 

si uo 

Veteran fhxiv guard 

W 

R 

54t» 

Seremlib Djmn 

Bl 

C 2 

$2V.(X) 

()m 

R 

R 

S3.00 

Visions 

W 

U 

Sl.00 

Seiendib l irrct 

Bl 

U 2 

$29.00 

Ornithonaer 

A 

U 

Sl.00 

Volcanic limptton 

Bl 

R 

S2.00 

Shahra/ad 

W 

V 2 

$24 (X) 

Osji Vultures 

W 

U 

Sl.00 

Vbk amc bland 

N 

R 

$14 (X) 

Simlbail 

Bl 

U 3 

SSjOO 

Pentagram of the Ages 

A 

R 

$3.{X1 

Wall of Art 

Bl 

V 

Sl.OO 

Singing Tiee 

G 

U 2 

S.Vv(X) 

Personal Incarnation 

W 

R 

$3.00 

Wall of Bone 

Bk 

V 

Sl.OO 

Sorceress Queen 

Bk 

U3 

SI 1.<10 

Phantastiuil Force* 

Bl 

U 

Sl.00 

W all of Bramble* 

G 

V 

SI00 

Stone Throwing Devils tat 

Bk 

C 3 

$4.<X> 

Ph,tniuni Monster 

Bl 

U 

SI-00 

Wall ot f ire 

R 

V 

Sl.00 

l Twablc Mutation 

Bl 

C 5 

SI 00 

Pit.sie Ship 

Bl 

R 

2 ) 

W all of lee 

G 

V 

Sl.OO 

War F.leplwnt ta) 

W 

C 3 

$2.00 

Plateau 

N 

R 

$14.00 

Wall of Stone 

R 

V 

Sl.00 

Wvlull Wolf ta) 

G 

C 4 

$5.00 

Power Surge 

R 

R 

S3.O0 

Wall of Swords 

W 

V 

Sl.OO 

Ydu en Efreet 

K 

V 2 

$14.00 

Pox 

Bk 

R 

S4.(X) 

Wall of W ater 

Bl 

V 

SI DO 







ANTIQUITIES CARD LIST (cont) 


Card THk 


Odor Karin 


Xcnkr PoUergci- 
Yawgmoth Deni 


Bk 

Bk 


U3 

Ul vj 


LEGENDS CARD LIST 


Booster Pack 

$25.95 

Booster Box 

$849.00 

Complete Set 

$949.00 

Italian Legends Pack 

$10.95 

Italian Box 

$349.00 


< *ard Title 


Color kariu 


Ahmiination 
Abyss. The 
Acid Ram 
Atluii Oakcnsiucld 


Bk 

Bk 

Bl 

M 


Adventurers’ GutkfhvHise N 


Primal CUy 
Primal Or tier 
Primordial Oo/e 
fteonic Entity 
Pttndace 

Pyrotechnics 
Rabid Wombat 
Rack, The 
Radian Spirit 
Has Man 
Rebirth 
Recall 

Red Mans Battery 
Red Ward 
Regrowth 
krln Bind 
Resurrect khi 
Reverse Damage 
Reverse Polarity 
Righteousness 
Riv of Khcr Ridge* 
Rock Ifvdni 
Rocket l auncher 
Rod of Ruin 
Rnval Avv.ts.sin 
Ruin* tit Ttokair 
SiKicd Boon 
Sacrifice 
Sand Silos 
Savannah 
Savannah Lions 
. * ' ! xj: 

Scrub! yiKl 
Sea Spirit 
Sea Sprite 
Scasingcr 
Sedge Troll 
Segmun leviathan 
Sengtr Autocrat 
Scngir Vampire 
Seraph 

Scicikltfi I tree! 
Serpent Generator 
Serra Angel 
Semi Bestiary 
Semi Paladin 
Stopssh liter 
Shancrnomi 
Shtvnn Dragon 
Sibilant Spirit 
Simulacrum 
Smdted 
Strot's t all 
Skull Catapult 
Sleight of Mind 


$ 2.00 
$5.t*> 
*1.00 
$2.00 
SI.00 
si.oo 
sum 
St. 00 
$1.00 
st.oo 

SUJ0 
$2.00 
S4.00 
$4.W 
$50 
$3.00 
$3.00 
Sl.00 
$4.00 
Sl.00 
S3.00 
$ 6.00 


Wanderlust 
Warp Artifact 
Water Elemental 

Web 

W bed of Fortune 

Whirling Dnvtdi 

White- Knight 

W hite Ward 
WiH4 >’ -The-Wisp 
Wind Spirit 
WimK of Change 
W inter Blast 
Winter Ort> 
Wolverine Pack 
Wivnien Sphere 
Wurd of Blasting 
Wrath of God 
Wretched The 
Wyluli Wolf 
Menu Poltergeist 
Zombie Master 
Zur’n Weirding 


G 

Bk 

Bl 

G 

R 

G 

W 

W 

Bk 

Bl 

R 

G 

A 

Ci 

A 

R 

W 

Bk 

a 

Bk 

Bk 

Bl 


U 

R 

U 

R 

R 

II 

V 
U 
R 
U 
R 
i; 
R 

V 
u 

If 

R 

R 

R 

R 

R 

R 


$1.00 
S3.00 
Sl.00 
$ 3,00 
$11.00 
s:uo 
a 

s$o 
$5 00 
Sl.00 
$3.00 
$1 (X) 
$4.00 
Sl.00 
$1.00 
Sl.00 
S9 00 
S500 
S5(X) 
S3.00 
$3.00 
5 


ANTIQUITIES CARD LIST 

Booster Pack 

$16.95 

Booster Box 

$879.00 

Complete Set 

$289.00 

Commons Not Listed 

$1.00 

Card Title Color 

Rarity Price 


Akron Ixguxmatre 
Alahara's Carpet 
Alchor'* Tomb 
All Hallow's live 
Angelic Voices 
Angus Mackenzie 
Anti-Magic Aura 
Arbona 

Arcades Sabboth 
Arena irf the Ancient* 
Avoid Fate 
Axelrod Cnmtuuvvn 
Ayesha Tanaka 
A/urr I>rske 
Back draft 
Backfire 

Barktooth W'arbcard 
Bartel Runcaxe 


Beasts of Borardan 
i Batten 


Black Mans 
Blight 

Bhxxl l ust 
Blue Maria Battery 
Boos Devjlboon 
Bnnc Has 
Brun/e fl**Ne 
Carrioe Ants 
Catbetlral of Sena 


A 

A 

Bk 

L 

W 

Bk 

L 

N 

W 

R 

V 

R 

I! 

V 

V 

R 

R 

p 

$3.00 

Sl.fXJ 

sn.fx) 

Sl.00 

Sl.00 

$1.00 

$5.00 

snoo 

$6.00 

Sl.00 

Sl.kfX) 

ARABIAN NIGHTS CARD LIST 

Booster Pack $79.00 

Booster Box $3995.00 

Complete Set $945.00 

Bk 

N 

V 

R 

< *rd Title 

Color 

Rarity 

Price 

Bl 

Bl 

U 

V 

Sl.tX) 

$1.00 

Abu Jafar 

W 

IJ 3 

S7.00 

Bl 

V 

SI.50 

Aladdin 

R 

U 2 

$9.00 

R 

R 

$6.00 

Aladdin’s. Ijamp 

A 

U 2 

55.00 

Bl 

U 

Sl.OO 

Aladdm’v Ring 

A 

II 2 

$5.00 

Bk 

R 

■ 

All Bate 

R 

U 3 

$8.00 

Bk 

If 

S3.V) 

Aii from (4uro 

R 

U 2 

$79.00 

W 

k 

S61X) 

Army of Allah (a) 

W 

C 3 

$7.00 

Bl 

R 

$7.00 

B.'i/iiar of Baghdad 

N 

IJ 3 

$24.00 

A 

R 

$3.00 

Bird Maiden t;n 

R 

C2 

S2(X) 

W 

V 

$4.50 

Bottle of Suknruan 

A 

U 2 

$5 00 

w 

U 

S100 

Bra*> Man 

A 

U 3 

$4 00 

w 

C 

$1.00 

Camel 

W 

C 5 

SlOO 

A 

U 

$1.00 

City in a Battle 

A 

13 2 

$18.00 

R 

U 

$1 00 

City ot Buro. 

N 

V 3 

S24.1X) 

R 

R 

$14.00 

Cuombaji WTtchcs 

Bk 

C4 

SMX) 

Bl 

R 

$4.00 

Cycloae 

G 

U 3 

S4.00 

Bk 

V 

Sl.tX) 

Dancing Scimitar 

A 

U 2 

$4 fX) 

Bl 

V 

$i.(X) 

Daikkn 

Bl 

C 4 

Sl.00 

HI 

V 

( 

Desert 

N 

(’ll 

S3 00 

A 

V 

$1 oo 

IX'^it Ncnnads. 

R 

C 4 

52.00 


Sol Ring 
Soreness Queen 
SlHtl Set 
Spirit I .ink 
Spirit Shackle 
Stampede 
Stasis 

Steal Artifact 
Stumr Gant 
Same Spint 
Strip Mine 
Stromgakf Cabyl 
Sulfurrm Springs 
Sunglasses of l r/a 
S\ yeltmiie Temple 
Swords to IMow shares 
Svlvan Ubrary 
Taiga 


$4.00 
S31X1 
56.00 
S5.00 
$1 00 
$2.50 

si.no 

S3.00 
$5.00 
SI no 
SUX) 
-1 .*■ 
$3.50 

N- Q| 

SH.fXJ 

S2.D0 

Sl.OO 

$2!X) 

Sft.(X) 

SH.oo 


Desert Iwisicr 
Diamond Valley 
Drop of Honey 
Ebony IRxse 
I I ILrfjAj 

l.lephant Graveyard 
1 iv Raiders (a> 
Eimam Djirai 
live for an I ye 
1 ishltver Oil (a) 

M> ing Carpet 
Flying Men 
Gna/ten 


xsn Ogre 
Giant IbttQtae (a) 


Guardian Beast 
Hasran Ogress tar 
Hurt Jac kal 
Ilh-Blff Hfrect 
Gland Fish Eiscuuius 
Island of Wak-Wok 


G 

N 

a 

A 

Ilk 

N 

Bk 

G 

W 

Bl 

A 

Bl 

G 

Bl 

Bk 

Bk 

R 

G 

Bl 

N 


V 3 S7 (X) 
U 2 S74.CX) 

V 2 S3X(X) 

U 2 $5.00 

V 2 $5 00 

V 2 $34 ill 

C 3 Sl.00 

l 2 S. 

U 3 

U 3 $5 (X) 

C 5 V..00 

C 4 SI IK) 
C 3 SI 00 
C2 $6500 
C 3 $100 

C 4 $1.00 

U 2 $34 00 
V2 $4 00 
U 2 $44 (X) 


Argivian ArcheuliVgjHl 
Argiviau Blacksttuth 
Armaec<kk>n Clock 
Ashnod’t Altar 
AiihaodX Battle Gear 
Ashmxt's TransmojTant 
Atog 

Broo/e Tablet 
Candelabra of Taw nos 
Circle •. Protcctirsi: Anilacts W 
C'iunul DniKl 
Ckxrkwxirk Avian 
Cokwvus of Sardis 
Coral Helm 
Curse*! Rack 
Dumping Field 
I Vionate 

l)w arvrn Weaponsmith 
F.rvcrgv Flux 
FeWonX Cane 
Gaea's Avenger 
Gate of PhvrexM 
Goblin Artisans 
<«>lgi»thian Svk-x 
Haunting Wind 
HuiiyTs Recall 
Ivory hiwer 
Julum Took* 

Maityjs of Koriis 

Mi^ttstone 
Miilstme 

Mishi.iX Factory, autumn 
MishiaX Factory, sjvring 
MishraX Factory, summer 
Mishra's Factory, w inter 
MishiaX War Machine 

Mislma's WorLshviti 

(,)bctisk of Undoing 
Otiulet 

Puua Artifact 
Pivuerlccch 
Primal Clay 
Rik k. The * 

Rocket Ltuncher 
ShniWiiftcr 
Shatterstorm 
Strip Mine, 

Strip vt »~» lurniriilii I H —yr 
Strip Mine. , s,,. 

Strip Mine. —_ 

Su Chi 

TavvrvosX Coffin 
IawTK<s \ Wand 
IhunosX We.tponrv 
Tetravu?. 

TitamaX Sotig 
Transmute Amfact 
Tnskelkxt 
Ir/a’s Avenger 
I’r/a’s Mitei" 

Wall of Spears 
Weaksftxjc 


U3 S 10.00 

u i sio.cx) 

C 1 $9.00 

u i $mx> 

V l $22.00 


A 

U I 

$4.00 

N 

U 1 

$313 X) 

A 

U ! 

S7.(X) 

A 

U 3 

S2.(X) 

Bi 

U 3 

$4.(X) 

G 

U 3 

S4.IXJ 

A 

U 3 

S3.00 

A 

U 3 

S3.CJ0 

A 

U 3 

S6.(X) 

A 

U 1 

$5.00 

R 

V 1 

$5.<X) 

N 

U 1 

$18.00 

N 

U 1 

$7.00 

N 

(• i 

S 18.00 

N 

V l 

SI 8.00 

A 

0 3 

S8.00 

A 

U 1 

S22.00 

A 

17 3 

S3 00 

A 

U 3 

S3.00 

A 

U 1 

$7 (Hi 

G 

U 3 

S4.IX) 

Bl 

U 3 

S2.00 

A 

U 1 

S5.(X) 

A 

U 1 

$6.00 

A 

u 1 

$6.(X) 

A 

U 3 

$2.00 

A 

U 3 

$3.00 


Field of Drcains 
Firestorm ITxieniv 
Floral Sptztcoi 
lS*retb.Hight Amulet 
Fortified Area 
Frost Giant 
Gabriel Angeifire 
Gaumiets of Chaos 
Gosla Dirk 
Gravity Sphere 
Great Defender 
Great Wall 


Bl 

R 

G 

A 

W 

R 

M 

A 

M 

R 

W 

W 


Greater Realm of f^rcscntitioo W 


Greed 
Green Maria Buttery 
Gwcndfyn Di Corel 
Halfdane 
Hamincrhctm 
Ha/c/tm Tanrur 
HeavenX Gate 
Hell’s i Caretaker 
Hellftre 

Horn of Deafening 
Horror of Horrors 
Hum ling (iitxiKrrscn 
Hyperion Blacksmith 
Ichneumon Dtuid 
linpriwtn 

In the Eye erf Chaos 
Infernal Medina 
Infinite Authority 
Invt Ac Prejutlice 


Bk 

A 

M 

M 

M 

M 

W 

Bk 

Bk 

A 

Bk 

M 

R 

G 

Bk 

Bl 

Bk 

W 

Bl 


PRICES SUBJECT TO CHANGE 
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TiTTTV.TG' 


3 


W 

A 

A 

Bk 

W 

M 

Bl 

G 

M 

A 

G 

M 

M 

Hi 

R 

Bi 

M 

M 

R 

A 

Bk 

R 

A 

M 

Bl 

A 

Bk 

N 


w 

U 1 

$37.00 

Cavern* of l>evfuur 

Cham l.ir.htmng 

Cham* of Mcphivtophelc* 

R 

R 

R 

C 

W 

C 4 

S2.(X) 

Bk 

R 

A 

U 2 

53.00 

Chromium 

M 

R 

A 

U 2 

$3.00 

Cleanse 

W 

R 

A 

U2 

. 

Cocoon 

G 

t! 

A 

U 3 

$3.00 

Concvxdant Cn>Nsru*ds 

G 

R 

R 

C4 

$1.00 

Cosimc Horror 

Bk 

R 

A 

V 1 

$5 <X) 

Craw (Junl 

G 

u 

A 

V 1 


Crevasse 

R 

U 

. w 

U 3 

SSjOO 

Crimson Kobolds 

K 

c 

G 

U 3 

S3.00 

Crirmon Mamie ore 

R 

R 

A 

U 1 

VS,... 

Crook slunk Kobokt* 

R 

C 

A 

IJ 1 

SI 2.00 

Dukkon Blackbladc 

M 

R 

A 

U 1 

5. 

Darkness 

Bk 

C 

A 

C I 

S3.(X) 

Deadfall 

G 

U 

W 

U 3 

$2.00 

I>emomc Tormeni 

Bk 

U 

R 

U 3 

$3.00 

l>isliamion) 

R 

R 

R 

U 3 

S2.00 

Divine Intervention 

W 

R 

Bl 

U 3 

S2.00 

Ihvtne TransforrmtuKi 

W 

R 

A 

C 1 

S6.(X> 

Ihram Coat 

Bl 

U 

G 

U 1 

$14.00 

I>^7*rven Song 

Elder I -and Wiirm 

K 

V 

Bk 

u 3 


W 

R 

R 

03 

S2.00 

Elder Spawn 

I Jven Rider s 

Bl 

R 

A 

U 1 

S8.U0 

G 

R 

Bk 

IJ 3 

$4.00 

Equinox 

W 

C 

Bl 

U 1 

$3.00 

lurmai Wamor 

R 

U 

A 

U 3 

Sf>.00 

htucka 

G 

R 

A 

V 2 

5. 

Evil Eye »rf Om is By-Gore 

Bk 


W 

U 3 

S4.fX) 

Fallen Angel 

Bk 

U 

A 

U 3 

S4.00 

Falling Star 

R 

R 


$?* 
pat 
$19* 
SMflC 
S3* 
G . 

$9* 

$W* 

»•] 

SI548I 

S2.3t I 

vn\ 

$i&« 

wac 

S22K 

$9« j 

$7A 

SJiJB 

S30C 

s?« 

W08 

$14(0 
$301 
$4 OB 
$30 
$600 
HOO 
$1400 
$5® 
$60! 
$10®! 
$4® 
$900 
$4® 
$27® j 
$14®| 
$17®. 
$3® I 
$11® 
$7® 
$5® 
$3® 
$1® 
St® 
$i® 
$16® 
$2j® 
$ 2 ® 
$3® 

r® 
$ 12 ® 
SI i 00 
$4® 
$3® 
$S® 
Si® 
$9® ; 
S3® : 
S3® | 
$ri® 
$4®, 
$4® 1 
Sit® I 
$14®; 
$29® 
$3®; 
$n® 

$3® 

$3® 

$9® 

$i® 

$ 11 ® 

$!«® 

$3® 

S3® 

Si® 

$90 

V4® 

$19® 

S!5® 

$5® 

S!4® 

$5® 

$!4® 

S24® 

$4® 

$4® 

$3® 

$3® 

S«® 

$9® 

$60 

$13® 

SI&® 





























LEGENDS CARD LIST (conD 


t>n JTtek 


Color R»*y Price 


Cut**** 


CW H* 


fifr* 


the lx** Wolf 

ss* 

gfiSr- 

fckiJ WP»*er 

^js^KhcrKocp 

Sras*. 

_ 

, i rhr Sfcmtfan. The 

[jfjOrca 

L#il« 

LdfChsd 

littwd 

U>*ff K**' 

Jjaun* Sik«e 

UwlVv-n 

UfftlUni 

ttrffcPnot 

itaterit Htdngon 
tkarr.-f OxHwai 
toar U*ncnr 
ytat 

UUVxsxa 
Mc«ar SrrueghoU 
MobonVed 

SttaidaTr/zjr 
fcteV*d 
fed Ms* 

Seni Sear 

Vrsjfcnucfc 

HfcfeMcn 

{teller 

fecGbhki 

ftnkfcmn 

fttxQucrfi 

FterGne 

PatafeOvpMes 

Pxxwx if the Master 

NooRiulOoKe 

ftatmLanzift 

Kwcbwv 

Nfftittstfor 


t Tncadi Gootnes 
IWrxn^af 

hifmfyn 

*«iwf 

ijtrr.' Deftetro 
waaothadsrk 

«¥*« Dresnrnraver 
aCiBavrtrr 


feui 

fcUzu Batten 


^Barvrr 

i^-fcsv- 




*4»cxa Avenger* 
{■pftanunali 

{JgteofKtartep 


^-'Qwy 

W Uvutbas 
Search 

J?** Generator 
Nipt Stater 


gWSaaBO 

V ‘*f2*S*ainpK«g 

y**uo*k 

JWVIbb 

g^Saaciairy 


i**w 

Ssss 
tsiteT 

tScd 

■**nkc B'We.i 


W 

M 

M 

M 

M 

M 

Bk 

B1 

N 

M 

M 

G 

W 

A 

R 

R 

R 

R 

A 

M 

M 

M 

M 

BI 

W 

R 

Bk 

A 

A 

W 

G 

M 

M 

Bl 

A 

A 

M 

G 

A 

W 

Bk 

N 

R 

M 

Bk 

M 

A 

A 

M 

B! 

M 

N 

W 

G 

A 

r. 

w 

R 

M 

Bl 

Bi 

Bk 

R 

G 

G 

M 

M 

M 

W 

M 

R 

G 

Bl 

A 

G 

A 

Bl 

W 

Bl 

G 

Bl 

W 

A 

M 

M 

M 

Bl 

N 

W 

Bl 

A 

A 

W 

Bk 

Bl 

M 

M 

M 

Bl 

R 

W 

W 

M 

G 

R 

M 

A 

G 

G 

Bk 

■N 

bk 

Bl 

Bl 


$3.00 
$11.00 
$4.00 
$4.00 
$4.0 
$9.00 
$14.00 
$ 6.00 
$5.00 
$4.00 
$£.00 
$10.00 
$3.00 
SI 1.00 
$ 11.00 
$19.00 
SI 1.00 
$2.00 
$3.00 
$ 11.00 
$ 11.00 
$4.<Xt 
$4.00 

$12.00 

$ 11.00 

■ . 

■ 

$9.00 

$16.00 

$ 22.00 

$ 11.00 

$4.00 

$45.00 

$9.00 

$3.00 

$3.00 

$ 22.00 

SX9.00 

$64.00 

$9.00 

$3.00 

$3.00 

$8.00 

$49.00 

$17.00 

$14.00 

$17.00 

$14.00 

$3.00 

$3.00 

$ 6.00 

$ 8.00 

$9.00 

$16.00 

$5.00 
$3.00 
$4.00 
S'. •• 
$3.00 
$3.00 
$9.00 
$3.00 

$ 12.00 

SI 5.00 
$8.00 
$1.3.00 
$4.00 
$7.00 
$9.00 
$4.00 
$3.00 
$ 6.00 
$4.00 
$2.00 
$4.00 
$5.00 
$12.00 
$4.00 
$14.00 
$4.00 
$13.00 
$ 12.00 
$.3.00 
$3.00 
$3.00 
$3.00 
$7 00 
$9.00 
$2.00 
$.3.00 
$3.00 
$3.00 
$ 2.00 
$15.00 
$7.«) 
$13.00 
$64)0 
$9.00 
$ 10.00 
$5.00 
$ 12.00 
53.00 
$334)0 
7 

$ 2.00 

$8.00 

$ 8.00 


LEGENDS CARD LIST (cont) 


Card Title 


Color Rirt> Price 


Amnesia 
Angry Mob 
Apprentice Wizard 
Ball Lightning 
Bamhec 
Bari’s ('age 
Blood Moon 
Blood of die Mwlyr 
Bone Flute 
Book of Rass 
Brokers of Fire 


Cave People 
y of Shadow s 


City t 
Cleansing 
Coal Golem 
Curse Artifact 
Dance of Many- 
Dark Sphere 
Diabolic Machine 
Hater of die Dead 
Electric Eel 
Elves of Deep Shadow 
Eternal Flmne 
Exosdst 
Fallal, lhe 
Fasting 

FclJwarN Stone 
Fire and Brimstone 
Fire Drake 
Flood 

Fountain of Youth 
Frankenstein’s Monster 
Goblin Wizard 
Grave Robbers 
Hidden Path 
Inferno 

Knights of Thom 
Leviathan 
Living Anmx 
Uirkei 
Man* Hash 
Mana Vtwlex 
Martyr's Cry 
Maze of llh 
Merfolk Assassin 
Mind Bomb 
Nameless Race 


Nectcn ills 
T Silvai 


Niull Silvain 
Ore General 
People of the Woods 
Preacher 
Psychic Allergy 
Rag Man 
Reflecting Minor 
Runes word 
Safe Haven 
Scarecrow 
Searwood Bandits 
Scarwood Hag 
Season of the witch 
Sisters of die Flame 
Skull of Orni 
Sorrow 's Path 


Bl 

W 

Bl 

R 

Bk 

A 

R 

W 

A 

A 

R 

R 

N 

W 

A 

Bk 

Bl 

A 

A 

Bk 

Bl 

G 

R 

W 

Bk 

W 

A 

W 

R 

G 

A 

Bk 

R 

Bk 

G 

R 

W 

Bl 

A 

G 

R 

Bl 

W 

N 

Bl 

Bl 

Bk 

A 

G 

R 

G 

VS 

Bl 

Bk 

A 

A 

N 

A 

C« 

G 

Bk 

R 

A 

N 


U 2 
U 2 
0 i 
U l 
U 2 
U 1 
l? 1 
U 2 
U: 
C 2 

r 2 

U 2 
U 1 
U 1 

V 2 
U 2 
U I 

r: 
l 2 
U 2 
U 2 
U 2 
U 1 
i; i 
u 2 

U 2 
U 2 

r: 
U 2 
U 2 
U 2 
U 1 

U 1 
■ 

U 1 
U 1 
U 1 
U I 
U 2 

U 1 
U 1 
U 1 
C 1 
U 2 
U 1 
l : 

V 2 

V 1 
U 2 
U 2 
U 1 
U 1 
U 1 
l 2 
U 2 
U I 
U 2 
U 1 
U 2 
U 1 
U2 
U 2 
U 1 


$5.00 
$ 2.00 
$2.00 
SI4.CKI 
$2.00 
$2.00 
$6.00 
$2.00 
$2.00 
$2.00 
$2.00 
$ 2.00 
$5.00 
$5.00 
S2.00 
S 2.00 
$4.00 
$ 2.00 
$2.00 
$ 2.00 
S2.00 
$7.00 
S3.(X) 
$5.(*> 
$2.(X> 
$2.00 
$3.00 
$ 2.00 
$ 2.00 
$3.00 
$2.00 
$10.00 
$7.00 
$ 5.00 
$8.<X) 
$400 
$7.00 
$7.(X) 
$2.(X) 
$ 6.00 
$5.00 
$5.00 
$5 00 
$13.00 
$5.00 
$4.<X) 
$6,00 
$2 00 
$64X) 
$300 
$5.00 
$12.(X) 
$5.00 
$4.00 
$2.00 
$ 2.00 
$4.00 
S2.00 
$6.00 
$2.00 
$6.00 
$2.00 
$ 6.00 
$5.00 


THE DARK CARD LIST (cont.) 


Tempest Idrect 

R 

R 

$7.00 

Tetsuo Cmezawa 

M 

R 

$17.00 

Thurhk't Spirit 

W 

R 

$36.<X) 

Time Elemental 

Bl 

R 

$12 00 

Tobias Andrion 

M 

U 

$3.00 

Tolana 

Nf 

u 

$5.<X) 

Tix Wauki 

M 

u 

$3.(X> 

Torsten Vun Ursus 

M 

V 

$3.00 

Touch of Darkness 

Bk 

u 

$3.(X> 

Tnassic F.gg 

Tuknir Death lock 

A 

M 

R 

R 

$ 6.00 

$ 12.00 

Tv|>hcHm 

Undestow 

G 

Bl 

R 

U 

$9.00 

S34X) 

Underworld Dreams 

Bk 

u 

$ 2 < >. 0 () 

1 'nhtdy Citadel 

N 

u 

$3.00 

l Titanied Wikis 

G 

u 

$.3.00 

Ur-Drago 

M 

R 

$12.(X) 

Urbcxg 

N 

U 

$5.00 

Vacvicffe Asmadi 

M 

R 

$13.(X) 

Visions 

W 

U 

$ 2.00 

Vtxxloo Doll 

A 

R 

$ 8.00 

Wall of Dust 

R 

IJ 

$3.00 

Wail of I .ight 

W 

U 

S3.(X) 

Wall of Opposition 

R 

R 

$ 6.00 

Wall of IHitrid Flesh 

Bk 

U 

$3.00 

Wall of Tombstones 

Bk 

U 

$3.00 

Wall of Wonder 

Bl 

IT 

S3.00 

Whirling Dervish 

White Mana Battery 

G 

U 

$f>.(X> 

A 

u 

$4.(X) 

Wiih'w Satvr 

G 

R 

$1400 

Winds of (liange 

R 

U 

S4.(X) 

Winter Blast 

G 

R 

$ 11.00 

W<.K«d Elemental 

G 

R 

$9.00 

Wretched. The 

Bk 

k 

$18.(X) 

Xira Alien 

M 

R 

$9.00 

THE DARK CARD LIST 



Booster Pack 



$6.95 

Booster Box 


$349.00 

Complete Set 


$129.00 

Commons Not Listed 


$1.00 

Card Title 

Color 

Rarity Price 


Card Title 

( oi«r 

Rarity 

Price 

Spitting Slug 

G 

U 2 

$ 2.00 

Standing Stones 

A 

U 2 

$ 2.00 

Stone Calendar 

A 

U I 

$ 10.00 

Tangle Kelp 

Bl 

U 2 

S 2.00 

Tivadar’s Crusade 

M' 

U 2 

$2.{X) 

Tormnd’s Crvpt 

A 

U 2 

S 2.00 

Tower of Cotnydl 

A 

U 2 

S24XI 

Tracker 

G 

U 1 

$ 8.00 

Uncle 1 st v an 

Bk 

U 2 

52.00 

Wand of Ith 

A 

U 2 

$3.00 

M ar Barge 

A 

U 2 


Whippoorwill 

Witch Hunter 

G 

W 

U 2 

U I 

$ 3.00 

$3.00 

Worms of the Enrth 

Bk 

U 1 

$ 5.00 

WV>rmw(xxi Treefolk 

G 

II 1 

$5.(X) 


Abu Ja'far 
Akron Izjgkmniurc 
Aladdin 
Angelic Maces 
Arcades Sabboth 


w 

U 

3 

$ 1.00 

M 

u 

l 

S 2.00 

R 

r 

1 

S4.00 

W 

U 

1 

$5.(X) 

M 

u 

1 

$5.00 


CHRONICLES CARD LIST (cont.) 


FALLEN EMPIRES CARD LIST 

Booster Pack $1.00 

Booster Box $46.95 

Complete Set $59.95 

Commons Not Listed $.50 

Card Title 

Color 

Ririiy 

Price 

Aeolipilc 

A 

U l 

$4.00 

Balm of Restoration 

A 

U 1 

$ 2.00 

Bottom levs Vault 

N 

V 1 

$5.(»0 

Breeding Fit 

Bk 

V 3 

■ 1.1 • 

Conch Hum 

A 

V 1 

$100 

IXx-p Spaw n 

Bl 

U 3 

$ 1.00 

DehTs Cube 

A 

U 1 

$nx> 

IXrelor 

Bk 

U 1 

$4.00 

DtaconUn Cylix 

A 

V I 

$ 2.00 

Dwarvcn Arnuirer 

R 

V I 

S2.(X) 

Dvvarven Cat.ipult 

R 

U 3 

Sl.(X) 

Dwarven Hold 

N 

U 1 

$5.00 

Dwtrv en Ueutenant 

R 

U 3 

$1.(X) 

IDwarven Ruin> 

N 

U 2 

S24X) 

Ebon Praetor 

Bk 

V 1 

$3.00 

Ebon SlRHighokl 

N 

U 2 

S 2.00 

14 veil Lyre 

A 

U 1 

S 2.00 

lavish Farmer 

G 

U 1 

$4.00 

Farid’s Mantle 

W 

U 3 

$ 1.00 

Farrclite Pncst 

W 

U 3 

$ 1.00 

Ixrral Thallul 

G 

U 3 

SL0D 

Fungal Bloom 

G 

V 1 

$4.00 

Goblin Flotilla 

R 

U 1 

$3.00 

Cioblin Kites 

R 

U 3 

St U> 

Goblin Warrens 

R 

U 1 

$5.00 

Hand of Justice 

W 

U 1 

$5.00 

Hareiwood Battlegnmnd 

N 

U 2 

S24X) 

Hernism 

W 

U 3 

$ 1.00 

Hollow frees 

N 

U i 

$5.00 

Ht>marid Shaman 

Bl 

U 1 

$ 1.00 

Homarid Spawning Bctl 

Bl 

U 3 

SI.Of) 

Icatimi Lieutenant 

W 

U 1 

$3.00 

kalian Phalanx 

W 

U 3 

lljOQ 

kalian Priest 

w 

U 3 

SI .(10 

Icatian Skirmishes 

w 

U 1 

$3.00 

Icatiao Store 

N 

U 1 

S5.(X) 

Icatian Town 

w 

U 1 

$3.00 

Implements of Sacnfk'e 

A 

V l 

$ 2.00 

Orcxvh Captain 

R 

U3 

SI .00 

Sing Party 

R 

R 

U 1 

V 3 

$3.00 

SI. 00 

Rainhiiw Vale 

N 

U l 

S4.(X) 

Ring of Renewal 

A 

U l 

$ 2,00 

River Merfolk 

Bl 

IJ I 

$.3.00 

Ruins of Troian 

N 

U 2 

$ 2.00 

Sand Silos 

N 

U 1 

$5.00 

Seasingtir 

Bl 

U 3 

$24)0 

SouJ Exchange 

Bk 

U 3 

$ 1.00 

Spirit .Shield 

A 

U 1 

$3.00 

Spore Flower 

G 

U 3 

$ 1.00 

Svyelunite Iciest 

Bi 

U 3 

si. oo 

Svydunitc Temple 

N 

U 2 

$ 2.00 

Thallid IXvtrurer 

G 

U 3 

S 1.00 

Thelon’s Ournt 

G 

U 3 

S 1.00 

Thelon's Curse 

G 

U 1 


Thelonite l>ruid 

G 

U 3 

$14)0 

Thckwiitc Monk 

G 

U 1 

S3.00 

Ihrull Champion 

Bk 

U 1 

$4.00 

Thru 11 Retainer 

Bk 

U 3 

SHOD 

Thrall Wizard 

Bk 

U 3 

SL00 

Tidal Influence 

Bl 

U 3 

SI .00 

Tourach's Chant 

Bk 

U 3 

$ 1.00 

Tourach’s Cuite 

Bk 

V 1 

S2.(X) 

Vbdalian Knights 

Bl 

V 1 

S3.00 

ViKlahan War Machine 

Bl 

V 1 

Wm 

Zelyon Sword 

A 

U 1 

$100 

CHRONICLES CARD LIST 

Booster Pack $2.45 

Booster Box $74.95 

Complete Set $79.95 

Card Iltk 

Color 

Rarity 

Price 


Card Mile t 

Color 

Rarity 

Price 

Arena «f the Aix*ia«s 

A 

U 1 

$ 2.00 

Axclnxl Gunnarson 

M 

U 1 

$3.00 

Ayotha Tanaka 

M 

U 1 

$3.00 

Azure Drake 

Bl 

U 3 

: • 

Banshee 

Bk 

U 3 

$ 1.00 

Bart's Cage 

Beasts v»f Bogardan 

A 

R 

U l 

U 3 

SI. 00 
$ 1.00 

BKnxI Moon 

K 

U 1 

$3.00 

Blood of the Martyr 

W 

U 3 

$ 1.00 

Bin* of Rass 

A 

U 1 

$ 1.00 

Broeze Horse 

A 

U I 

$ 1.00 

Chromium 

M 

U 1 


City of Brass 

L 

U 1 

$ 8.00 

Cocoon 

Ci 

U 3 

$1.(X) 

Concordant CnKsioads 

G 

U i 

$3.00 

('raw- (Viant 

G 

U 3 

$100 

Cyclooe 

G 

U l 

$ 2.00 

Dakkon Blackhlade 

M 

U l 

$4.(X) 

Dance of Manv 

Bl 

U 1 

$2.(X) 

Enchantment Alteration 

Bl 

U 3 

$ 1.00 

Hrhnam Djmn 

G 

U 3 

$5.00 

F-'allen Angel 

Bk 

U.3 

$ 1.00 

Fire Drake 

R 

U 3 

$ 1.00 

Gabriel Angel fire 

M 

U 1 

$ 2.00 

Gauntlets of Chaos 

A 

V 1 

$3.00 

Goblin Artisans 

R 

U 3 

si. 0 ( 

Hell's Caretaker 

Bk 

U 1 

$7.00 

Horn of Deafening 

A 

U 1 

$ 2.00 

Ivory Guardians 

W 

U 3 

>i.:x 

Jalum Tome 

A 

U 1 

$3.00 

Jeweled Bird 

A 

U 1 

sl.oo 

Johan 

M 

U I 

$3.00 

Juxtapose 

Kei Takafutshi 

Bl 

M 

U 1 

u 

$3.00 

$ 1.00 

land’s Fidge 

R 

U 1 

$4.(X) 

Maitiaull Flsdragon 

M 

u 

$ 1.00 

Nebuchadnezzar 

M 

U 1 

$4.00 

Nk-oI Bolas 

M 

U 1 

$5.(X) 

Olx-livk <*f Undoing 

A 

U 1 

53.00 

Palladi»-Mors 

M 

U 1 

v ' • * ■ 

Petra Sphinx 

W 

U l 

$ 2.00 

PrinKxdial Oo/c 

R 

U 3 

$ 1.00 

PupfH-t Master 

Rabid Winnbat 

Bl 

G 

U 3 

U 3 

$ 1.00 

$ 1.00 

Rakalite 

A 

U l 

Si .00 

Recall 

Bl 

U 3 

$ 2.00 

Revelation 

Ci 

U I 

$2.(X) 

Ruhinia Soulsinger 

M 

U l 

$3.00 

Sale Haven 

L 

U l 

$ 2 .(K) 

Sentiod 

A 

U I 

$3.00 

Serpent (k-nciTdor 

A 

U 1 

$4.(X) 

Shield Wall 

W 

U.3 

Sl.tX) 

Shinnan Night Stalker 

Bk 

U 3 

$ 1.00 

Sivitii Searaam 

M 

U 

1.00 

Soi kanar the Swamp King 

M 

U 1 

$4.00 

Stangg 

M 

l 1 

$3.(X) 

Sttxm Seeker 

G 

U 3 

$200 

TakklenwiggiX 

Bk 

U 3 

$ 1.00 

Teleport 

Bl 

V l 

$3.00 

Fallen. The 

Bk 

U 3 

$ 1.00 

Wretched. The 

Bk 

U I 

$ 6.00 

Tobias Andrion 

M 

C 1 

$ 1.00 

Tor Wauki 

M 

C 1 

SL .00 

TriassK.- Egg 

A 

U 1 

$24X) 

Urza’s Mine 

L 

C 1 

$ 1.00 

Urza's Mine 

L 

C 1 

$ 1.00 

Urza's Mine 

L 

(' 1 

$ 1.00 

Urza's Mine 

u 

C 1 

$ 1.00 

Urza's Power Hant 

L 

C 1 

SUM) 

Urza's Power Plant 

L 

C 1 

$ I -00 

1 T rza's Power Plant 

L 

C 1 

$I.(X) 

l rza's Power Plant 

L 

c: i 

$i .06 

Urza's Tower 

L 

C 1 

$ 1.00 

Urza's Towci 

L 

C l 

$ 1.00 

Urza's Tower 

1 . 

(’ i 

$ 1.00 

Urza’s T’ower 

L 

C 1 

sum) 

V’aevk-tiv Asmadi 

M 

U 1 

$5.00 

V’lHXloO Dili 

A 

U 1 

$ 2.00 

Wall of Opposition 

R 

U 3 

$ 1.00 

Wall of V&Mfcr 

HI 

U 3 

$ 1.00 

Witch Hunter 

W 

U 3 

$ 1.00 

Xira Alien 

M 

U 1 

$3.00 

Yawgmotli Deunxi 

Bk 

U 1 

$3.00 

PROMOTIONAL CARDS 

Card Title 

Color 

Rarity 

Price 

Arena 

Giant Badger 

Mana Crypt 

Nalathm T Vagon 

Sewe:s of TsJ.ui 
WTiKlseekct Centaur 

N 

G 

A 

R 

Bk 

R 


$4.00 

$9.00 

$15.00 

$7.00 

$1 

$7 00 

ICE AGE CARD LIST 

Starter Deck 

Starter Box 

Booster Pack 

Booster Box 

Complete Set 

Commons Not Listed 

$8.95 

$57.95 

$2.95 

$59.95 

$129.00 

$50 

Card Tith 

( olor 

Rarity 

l»rice 


Abyssal Specter 


V I $1.00 


% www.iguanas-cbc.com * cards@iguanas-cbc.com • 1-888-844-8262 
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(continued on next page) 











































IGUANA'S INTERNATIONAL MAGIC CATALOG • ORDER NOW CALL 888-8-IGUANA 


ICE AGE CARD LIST (cont) 


Color Rarirv Price 


ICE AGE CARD UST (cont) 


Color Rarih Prkr 


ICE AGE CARD LIST (cont) 


Adarkar Sentinel 
Adariar WsMe* 
Aegis of the Meek 


Ai!*r ol Bone 
Amulet of Quo/ 
Anarchy 
Arcum s Sleigh 
\rvtmTs Weathervane 
Arcums Whistle 
Ashen Ghoul 
Avalanche 
Baidu v tan Cornutcr 
BalUuviaii Hydra 
Baton of Morale 
Battle Cry 
Binding Grasp 
Black Scarab 
Blinking Spirit 
Blizzard 
Blue Scarab 
Brand of Ill < )men 
Breath of Dreams 
Brush land 
Call to Arms 
Caribou Range 
Celestial Sword 
Centaur Archer 
(Twos Lord 
(Tiatss Mixmi 
Chromatic Armor 
Cokl Snap 
Conquer 

Crown of the Aces 
Curse of Mant I age 
Dance of die Dead 
Deflection 

Demonic Consultation 
Despotic Scepter 
Diabolic Visum 
Dread W ight 
Dreams of the lX*ad 
Dnft of the Dead 
Drought 

Dwarirn Armory 
Harthlmk 
Elder Drai-J 
Elemental Augury 
Elkin Bisttle 
Enduring Renewal 
Energy Storm 
Essence Vortex 
Fanatical Fever 
Fiery Justice 
Fire Covenant 
Flame Spirit 
Flooded Woodlands 
Flow of Maggots 
Forbidden Lw 
Force Void 
Forgotten Lore 
Formation 
Freyalise Supplicant 
Freyaljve's (liartu 
Preyalisc’s Winds 
[•’uihaiolc 
Fvndhorn Bow 
Fvndhorn Elder 
Fvndhorn Pollen 
Game of (haw 
General Jarkeld 
Ghostly Flame 
Giant Tnui I Rkh Spider 
Glacial (lusnt 
Glacial Crevasses 
Glacial Wall 
Glaciers 
Goblin Lvie 
Goblin Mutant 
Goblin Snowman 
Gra\ebir»d 
(keen Scarab 
Hallowed Ground 
Halls 'U Mist 
Hecatomb 
Hematite Talisman 
Hipparion 
Hi it Springs 
Hurricane 

Hyalopterous Immure 

Hymn of Rebirth 

Ice Cauldron 

lec Floe 

Iceberc 

Iccouakr 

Icy Manipulator 

lev Prison 

IlfusKiflary Presence 
Hlusiooary Terrain 
1 Husk ho of Grandeur 
Infernal Darkness 
Infernal Denizen 
Infinite Hourglass 
Jester^ Cap 
Jester's Mask 
Jew eled Amulet 
Johtuil Wurm 
Jokulhaups 
Justice 

Karplusan Forest 
Karplusan Giant 
Karplusan Yeti 
K^eldoran Elite Guard 
kjddoran Frustbesst 
kjddonin Knight 
Kjcldoran Phalanx 


A 

u 1 

SI 0U 

Kieldoran Rovul Guard 

W 

R 1 

$5.00 

L 

R 1 

SK.nn 

Kjekknan Sky captain 

W 

U 1 

$2.00 

A 

R 1 

$2 00 

Kmght of Smxngald 

Bk 

V 1 

$2.00 

R 

l 1 

$1.(10 

Krovikan Elementally 

Bk 

u 1 

$1.00 

M 

R 1 

$2.00 

Krovikan V ampire 

Bk 

u 1 

$2.00 

A 

R 1 

$200 

L.and ('ap 

L 

K 1 

$3.00 

k 

U 1 

SI.(X) 

1 apis l-i/uli Talisman 

A 

U 1 

$1.00 

A 

U I 

Sl.00 

Lava Iubev 

L 

R 1 

$3.00 

A 

1 ; 1 

SI.00 

LeAnc't Rite 

Bk 

U 1 

$1.00 

A 

u 1 

$1.00 

LohracN Sign 1 

Bk 

U 1 

Sl.fX) 

Bk 

v 1 

$100 

Uuugoyf 

G 

R i 

$9.00 

R 

U 1 

S1 (TO 

Ltghtmns Blow- 

W 

R l 

$3.00 

Bl 

u 1 

Sl .00 

LunDuls Hex 

Bk 

U I 

$1.00 

R 

R 1 

S3.0U 

I avst Onier of Jarkeld 

W 

R 1 

$3.00 

A 

V 1 

$1.00 

Loire 

G 

U 1 

$1,00 

W 

1 ; 1 

Sl.tt) 

Maddening W ind 

G 

u 1 

$1.00 

Bl 

u 1 

$180 

Magus of the l nscen 

Bl 

R 1 

$2.00 

W 

1 ; 1 

$1.00 

Malachite Talisman 

A 

U I 

$1.00 

w 

R 1 

$7.00 

M<irt<Hi Strumguld 

R 

R 1 

$7.00 

G 

R 1 

$3.00 

Melee 

R 

U I 

$1.00 

w 

U 1 

$1.00 

Melting 

R 

u 1 

$1.00 

R 

R 1 

$2.00 

McrteaarieH 

W' 

K 1 

$200 

Bl 

1 ; 1 

Sl.00 

Meneke Ri Iierit 

M 

R 1 

$2.00 

I. 

R 1 

$8.00 

Mesmeric Trance 

Bl 

R I 

$2.00 

w 

R J 

$2.00 

Mind Warp 

Bk 

U 1 

$1.00 

w 

R 1 

$U*l 

Mind W hip 

Bk 

R 1 

S2.00 

A 

R 1 

$3.00 

Minion of lx*shiae 

Bk 

K 1 

$4.00 

M 

l 1 

$1.00 

Minion of TFvesb S/at 

Bk 

R I 

$2.00 

R 

K 1 

$3.00 

Mole Worm*. 

Bk 

U 1 

$1.00 

R 

R 1 

$3.00 

Monsocm 

M 

R I 

$3.00 

M 

R 1 

$3.00 

Mixmtain Titan 

M 

R 1 

$2.00 

W 

C 1 

$1.00 

Mixblkle 

R 

R 1 

$2.00 

R 

U 1 

$1.00 

Musician 

Bl 

R 1 

$3.00 

A 

R 1 

$5.00 

Mystic Might 

Bl 

R I 

$3.00 

R 

R 1 

$4.00 

Nacre Talkman 

A 

U 1 

$1.00 

Bk 

U 1 

Sl.00 

Naked Singularity 

A 

K 1 

$4.00 

Bl 

R 1 

v- t 

Nature’s Due 

G 

U 1 

$1.00 

Bk 

U I 

$1.00 

Necropoteoce 

Bk 

R 1 

$9.00 

A 

R J 

$3.00 

Oath ofl.im-Ddl 

Bk 

K 1 

S3.(XJ 

M 

V 1 

$3.00 

Onyx Talisman 

A 

U 1 

S1.(X> 

Bk 

R i 

53*01 

Orcfe-h Cannoneers 

R 

U 1 

$1.00 

Bl 

U l 

Sl.00 

Orctxh Healer 

R 

U 1 

$1.(X) 

Bk 

V 1 

Sl .00 

Oretsh librarian 

R 

R i 

$3.00 

W 

V \ 

Si.00 

< Xmh Squatters 

R 

R ! 

$5.00 

R 

R ! 

$2.(X> 

Onier ct the Sacred Torch 

W 

R 1 

$4.00 

M 

R I 

$2.<X) 

Order of the White Shield 

W 

U I 

$2.00 

G 

R 1 

$3.00 

Pale Be.ir. 

G 

R 1 

$3.00 

M 

R i 

$3.00 

Pentaj*ram of the Age* 

A 

R 1 

$4.00 

A 

r ; 

$3.00 

lYumtasma! Mount 

Bl 

U 1 

$2.00 

W 

K 1 

$5.00 

Iht Tran 

A 

U I 

$1.00 

w 

R 1 

$3.00 

IY>lar Krakcn 

Bl 

R 1 

$6.00 

M 

u 1 

SljQO 

Pox 

Bk 

R 1 

$4.00 

G 

u 1 

Sl.00 

Pygmy Alloxanrux 

G 

R l 


M 

R 1 

$2.00 

Pyroblast 

K 

C 1 

$1 

M 

U 1 

$1.00 

Pynvlasm 

k 

U 1 

S2(X) 

R 

u 1 

$1.00 

Reality Twist 

Bl 

R 1 

$3.00 

M 

R 1 

$3.00 

Reclamation 

M 

R 1 

$4.00 

Bk 

R 1 

$2.00 

Red Scarab 

w 

U 1 

$1.00 

G 

R 1 

$3.00 

Ritual of Subdual 

G 

R 1 

$2.00 

Bl 

U 1 

$ 1.00 

River Delta 

L 

R I 

$3.00 

G 

U 1 

$E(X) 

Runed Arch 

A 

R I 

$2.00 

w 

R 1 

$3.00 

Sacred Ikxxt 

W 

U 1 

$1.00 

G 

U 1 

$1.00 

Sea Spirit 

Bl 

U 1 

$1.00 

G 

U 1 

$1.(X> 

Serapn 

W 

R I 

$8.00 

G 

R 1 

$2.(X) 

Shield of the Ages 

A 

U 1 

$1.00 

M 

u 1 

$1.00 

Shy ft 

Bl 

k I 

$3.00 

A 

U I 

Sl.00 

Sibilant Spirit 

Bl 

R 1 

$5 .(XI 

G 

u l 

$1.00 

Silver lvme 

BI 

U 1 

$1.00 

G 

R I 

S2.00 

Skeleton Shin 

M 

R 1 

$4.00 

R 

R I 

$2.00 

Skull Catapult 

A 

U 1 

$1.00 

W 

R I 

$3.00 

Sleight of Slim! 

Bl 

U 1 

$2.00 

M 

R 1 

S4.00 

Snow Dirties* 

A 

R 1 

$3.00 

M 

U 1 

$1.00 

Snow lI(Hmd 

W’ 

V I 

$1.00 

L 

u 1 

$ 1.00 

Snow blind 

G 

R 1 

$3 00 

R 

R 1 

S2.00 

Soldev 1 Golem 

A 

R 1 

$3.00 

Bl 

U 1 

$ 1.00 

Soldevi Machinist 

Bl 

V 1 

$1.00 

M 

K 1 

$2.00 

Sokkrvi Simulacrum 

A 

U 1 

$100 

A 

R 1 

$3.00 

Sinil Barrier 

Bl 

U I 

Sl.tX) 

R 

U 1 

$ 1.00 

Spectral Shield 

M 

U 1 

$1.00 

R 

U J 

$ I .(X) 

Spoife of F.vil 

Bk 

R 1 

S3.(XJ 

Bk 

R 1 

$3.00 

Spoils of W ar 

Bk 

R 1 

$2.(X) 

W 

U 1 

$1.(K) 

Staff of the Ages 

A 

R l 

S3.00 

w 

V 1 

$1.00 

Stampede 

C» 

R 1 

$5.(X) 

L 

R 1 

$2.00 

Stench of Evil 

Bk 

U ! 

$1.00 

Bk 

K I 

S4.(X) 

Stone Spint 

R 

U 1 

$1.00 

A 

U 1 

$1.00 

Storm spirit 

M 

R 1 

$6.<X) 

W' 

u 1 

S.L(X) 

Stormbtm} 

M 

K I 

$7.00 

G 

K 1 

$3.00 

StnHUgald Cabal 

Bk 

R 1 

$4.00 

G 

U f 

$1.00 

Sturaed Growth 

G 

R 1 

$5.00 

Bk 

u 1 

$ 1.00 

Sulfurous Springs 

I. 

R I 

$8.tX) 

M 

V 1 

$ 1.00 

S unstone 

A 

U 1 

$l.!X) 

A 

R 1 

$ 3.00 

Swords to Plowslwrev 

W 

u l 

$2.tX) 

L 

V 1 

si .00 

Thcmu4.;uxi 

G 

u 1 

S2.(X) 

Bl 

u 1 

si .00 

Tliouchtkech 

G 

u l 

$1.00 

Bk 

li 1 

$ 2.00 

Tliunder Wall 

BI 

u 1 

si.(x) 

A 

U 1 

$7.50 

Timberhnc Rxlgc 

L 

R 1 

$3.<X) 

Bl 

R 1 

53.00 

Time Bomb 

A 

k 1 

$4jOQ 

B! 

R 1 

$2.00 

Tixal War 

R 

R 1 

$3.00 

Bl 

V 1 

Sl.00 

Touch of Vitae 

G 

U 1 

$E(X) 

Bl 

R 1 

$3.00 

Traiibla/n 

G 

K 1 

$2.(X> 

Bk 

R 1 

$2.00 

Cndcrsjnxmd Rivxrr 

L 

R I 

S8.1X) 

Bk 

R 1 

$2.00 

Updraft 

Bl 

U I 

fld» 

A 

K 1 

S2.00 

Ural's Bauble 

A 

V I 

S1.(X1 

A 

R 1 

SI93Xt 

Veldt 

L 

R 1 

S3.00 

A 

R 1 

56.00 

Venomous Breath 

G 

U 1 


A 

V 1 

$1.00 

Vertigo 

R 

U 1 

si.on 

G 

u 1 

$1.00 

Vexing Arranix 

A 

R 1 

$5.00 

R 

R 1 

$ 10.00 

Vibrating Solieix* 

A 

R 1 

$3.00 

W 

IT 1 

Sl.00 

Walking W all 

A 

U I 

Sl.00 

L 

k 1 

$9.00 

Wall ot lava 

R 

U 1 

$1.00 

R 

u 1 

$1.00 

Wail of Pme Needle* 

G 

u 1 

$3.00 

R 

R 1 

$3.00 

Wall ot Shiekls 

A 

u 1 

$1.00 

W 

v i 

$ 1.00 

War Charux 

A 

u 1 

$1.00 

M 

V 1 

$1.00 

Whakrbone Glider 

A 

u 1 

$ 1.00 

W f 

R 1 

$4.00 

White Scarah 

W 

u l 


W 

R 1 

$2.00 

WhitevHit 

G 

u l 

$ 1.00 


Card Title 

Wiitiao 
Wind Spirit 
Wings of Aeslhir 
W mter's (hill 
Withering W isps 
Word of Blasting 
Wrath of Marit Irage 
Yavimaya Gnats 
/air's Weirding 
Zunin Orb 


Color Rarity Price 


G 

R I 

$4.00 

BI 

U I 

S1.O0 

M 

V l 

$1.00 

Bl 

R 1 

$2.00 

Bk 

IT 1 

$ 1.00 

R 

V l 

$1.00 

Bl 

R 1 

S4.no 

G 

U 1 

$1-00 

Bl 

R 1 

$5.<X) 

A 

U 1 

$.3.00 


HOMELANDS CARD LIST 


Booster Pack 

$1.00 

Booster Box 

$49.95 

Complete Set 

$69.00 


Card Title 


Color Rarity Price 


Abbey Gargoyles 
.Ether Storm * 
An-Hawa Constable 
An-Hawa Inn 
An-Hawa Township 
Vn Zrnin Ruins 
Anaha Ancestor 
Anaba Spirit Craiier 
Ap»x-alvi)se Chime 
Autumn Willow 
Ay sen Abbey 
Ay sen Crusader 
Ay sen Highway 
Baki's Curse 
Huron Sengir 
Beast Walkers 
Black Carriage 
Broken Visage 
Castle .Sengir 
Chain Stasis 
Daughter of Autumn 
Death Speakerx 
I fidget kloo 
Drudge Spell 
Dwarven Pony 
Dwarven Sea (Tan 
En>n tlx* Relentless 
Evaporate 
Faerie Noble 
Fcro/'s Ban 
Forget 

Ghost Hounds 
Grant Oy ster 
Grandmother Sengir 
Ha/duhr the Abbot 
Heart Wolf 
Ihsan's Shade 
Irim Sengir 
Ironclaw Curse 
Joven's Tix>!s 
Koskun Falls 
Koskun Keep 
Leeches 

Mammoth Harness 
Marjhan 
Mystic iXxree 
Narwhal 
Orcish Mine 
Primal Older 
Rahka the Slayer 
Retribution 

Rcvcka. Wizard Savant 

Rtxu Spider 

Roots 

Ry sorian Badger 
Sea Slime 
Sea I roll 
Sengir Autocrat 
Serra Aviary 
Serra Inquisitors 
Soraya the Falconer 
Spectral Bears 
Tunmerian Fiends 
Truce 

Veklrane of Sengir 
Wall of Kelp 
W illow PrieMess 
Winter Skv 
Wizards' School 


W’ 

B1 

G 

G 

l. 

R 

R 

R 

A 

G 

L 

W 

W 

B1 

Bk 

W' 

Bk 

Bk 

L 

B1 

G 

W T 

A 

Bk 

R 

R 

R 

R 

G 

A 

BI 

Bk 

Bl 

Bk 

W 

R 

Bk 

Bk 

R 

A 

Bk 

L 

W 

G 

Bl 

Bl 

Bl 

R 

G 

W 

R 

Bl 

G 

G 

G 

Bl 

Bl 

Bk 

W 

W 

W r 

G 

Bk 

W 

Bk 

Bl 

G 

R 

L 


U 3 
U3 
U 1 
U 3 
IT 3 

V 1 
U 1 
IT 1 
U 1 
U 1 
U3 
U 1 
U 1 
U 1 
U J 
U 1 
U 1 
U l 
U 3 
U 1 
U 1 
U3 

V I 
U 3 
U 1 

V l 
U 3 
U3 

u i 
u i 

U 1 
IT 3 
U 3 

V 1 
U 1 
U 1 
U 3 
U 3 
U 1 
U 3 

V I 
U 3 
U 1 
U 1 
U 1 
U 1 
U 1 
U 3 
U l 
U 3 
U 3 

V J 
U3 

V 3 
U 1 
U 3 
U 3 
U 1 
U 1 
13 
U 1 
U 3 
U 1 
U 1 
U 1 
U 1 
U 1 
U l 
U 3 


1.00 
1.00 
$3.00 
$1.00 
$1.00 
$2.00 
$2.00 
$2.( K 1 
$ 2.00 
$8.<X) 
Sl.tXJ 
$2.00 
$2.00 
$2.00 
$7.00 
$2.00 
$3.00 
$4.00 
$1.00 
$2.00 
$3.00 
$1.00 
$5.00 
$1.00 
$2.00 
$ 2.00 
$2.00 
$1.00 
$4.00 
$2.00 
$2.00 
$1.00 
$1.00 
$4.00 
$ 2.00 
$3.00 
$2.50 
$ 1.00 
$2.00 
$1.00 
$ 2.00 
Sl.00 
$ 2.00 
$3.00 
$3.00 
$3.00 
$3.00 
S2.00 
$5.00 
$1.00 
si.oo 
$3.00 
$1.00 
$1.00 
$3.00 
$1.00 
$1.00 
$5.00 
$3.00 
$ 1.00 
$3.00 
$1.00 
$2.00 
$2.00 
S4.CX) 
$2.00 
$3.00 
$2.00 
$1.00 


ALLIANCES CARD LIST 


Booster Pack 

$3.50 

Booster Box 

$134.95 

Complete Set 

$119.00 

Commons Not Listed 

$.50 

Card Title Color 

Rarity Price 


Arcane Denial 
Ashnod’s Cylix 
Bakluvian Dead 
Bakluvian Horde 
Bakluvian Trading Post 
Bounty of the Hunt 
Browse 
Burnout 

Chaos Harlequin 


Bl 

C 1 

$2.50 

A 

R 2 

$3.00 

Bk 

U 2 

$1.00 

R 

R2 

$17.00 

G 

R 2 

$5.00 

U 2 

$1.00 

Bl 

V 2 

$2.00 

R 

V2 

$1.00 

R 

R 2 

$2.00 


Color Rsrih JH-, 

Bk 

U 2 

$130 

G 

U 3 

Si 5C 

R 

U 2 

Sift 

B! 

r: 

$5(1) 

Bk 

12 

Si a) 

Bk 

K 2 

$600 

G 

U 2 

Si 00 

G 

l’ 2 

$130 

M 

U 2 

S1.90 

W' 

R 2 

S7i» 

Bl 

U 3 

SIC0 

Bk 

r: 

sv® 

Bk 

L 1 

St 00 

A 

r: 

$130 

Bl 

u: 

W50 

G 

R2 

$33© 

K 

U 3 

SI* 

A 

r: 

S3® 

G 

12 

SI.5& 

L 

r: 

S’iC 

A 

R 2 

$13® 

W 

v: 

SI it} 

W' 

r: 

S9® 

W' 

v 2 

Si 00 

G 

r: 

S-00 

Bk 

k 2 

S'OO 

W' 

U 2 

S1J0 

f. 

r: 


Bk 

r: 

S3a> 

Bk 

U2 

St 06 

L 

r: 

y) 

Bl 

r ; 

S’50 

M 

u 2 

s:« 


ALLIANCES CARD UST (cont) 


Diminishing Returns 
Diseased Vermin 
Dystopia 
Elvish Bard 
Elvish Spirit Guide 
Energy Arc- 
Exile 

False Demise 
Fatal Ixrrc 
Feast or Famine 
I-loodwuter Dam 
Force of Will 
Gargantuan Gorilla 
(axilla STuiman 
Gustha's Scepter 
Hail Smmi 
Heart of Yavimaya 
Helm ot Obedience 
inheritance 
Ivory Gargoyle 
Jumper Older Advocate 
Kaysa 

Keeper of Tresseilxrrn 
Kjekkxun Home Guard 
Kjekkiran Outpost 
Krovikan Horror 
Krovilun Plague 
laikc of the f>ead 
Eibrarv of 1-it-Nam 
lim-EWU's 1‘ahxim 
Lim-DfiE* Vjiiih 
laxlcstonc Bauble 
Lord «*l Tresscrhom 
Mi^tixtune 

Mishra’s GriHmdbiraker 
Misinformation 
Mystic Canpavs 
Nature's Blessing 
Nature's Chosen 
Nature's Wrath 
Onxm of Fire 
Phantastnal Sphere 
Phekidagril 
Phy rexian IXwtHirer 
Phyrcxian lAxial 
Pillage 

Primitive Juslx'c 

Pyroktnesis 

Rcjsrisai 

Ritual of the Machine 
Rogue Sky captain 
Royal Decree 
Scarab of the l nsocn 
Scars of the Veteran 
School of the l nseen 
Seasoned Tactx'tan 
Shehemi Valley 
Shield Sphere 
Sol ( h ail 
Sokievi Digger 
Soklevi Excavations 
Soldier of Fortune 
Spiny Starfish 
Splintenng Wind 
Storm Caukinxi 
Storm Elemental 
Stromgald Spy 
SufFcx'atiiJn 
Surge of Strength 
Sustaining Spirii 
Sworn Dcfcmkr 
Thaw ing Glaciers 
Thought I Ash 
TWal ( onhol 
rornado 

Unlikely Alliance 
1‘rza s Engine 
VWhtld s W jr-kulers 
Visccrid Do>ne 
Wandering Mage 
'Mating Catapult 
Winter's Night 
Ysvimaya Ants 


M 

A 

M 

St 

A 

Bk 

A 

M 

G 

G 

R 

Bl 

M 

A 

A 

R 

R 

R 

W r 

Bk 

R 

W 

A 

W 

L 

W 

L 

A 

A 

A 

L 

R 

Bl 

G 

A 

HI 

Bk 

Bl 

M 

W 

W 

L 

BJ 

Hi 

G 

W 

A 

R 

Bl 

M 

A 

M 

G 


U 2 

r: 
r : 
r: 

U 2 
112 
U 2 
U 2 
U 2 
R 2 
r: 
r : 

K 2 
R 2 
R2 

U 2 
U 2 
l? 2 
D 1 
R 2 
R 2 
R 2 
i)2 

11 2 
L : 2 
V2 
R 2 
U 2 
R 6 

r : 

r: 

12 
V2 
R 2 
R 2 
F 2 
IT 2 
U 2 
V 2 
R 2 
R 2 


SL50 
$700 
S6flB 
WOO 
Site 
$200 
Si 00 
S140 
SI 00 

woo 

S3J30 
S3 00 
s<» 
woo 
00 
$4 50 
SI.50 

s V. 

SI 00 
S5 00 
S550 
S3 00 
S100 
SIV) 
$130 
SI 50 
WOO 
Si 00 
$208 
$600 
S3 00 
$100 

$*00 
$900 
S '50 
S! (JO 
SI no 
Si 00 
woo 
$<oo 


R 2 SI700 


R 2 
R 2 
K 2 
U 2 
K 6 
R 2 
U 2 

r: 

R6 
K 2 
V 2 


S3 00 
S' 00 
S 3 OB 

$1 no 

$2 GO 
S' 7 00 

SI 00 
S 5 00 

S’ 00 

5*00 

s:oo 


MIRAGE CARD 

LIST 


Starter Deck 


$8.95 

Starter Box 


Cal 

Booster Pack 


$2.95 I 

Booster Box 


Call 

Complete Set 


$169.95 

Card Title 

Color 

Krih Prkr 1 


Abyssal Hunter 
Acidic Dagger 
Afiya C trove 
Afterlife 
Aleatory 
Amber Prison 
Amulet of 1 nmakmg 
Ancestral Mcnxxiev 
A*hcn Powder 
A sintra. Holy Avenger 
Auspicious Aixestor 
Ba<l Rivet 
Barbed FWrage 
Barhed-Bixk Wurm 


Bk 

R 

$400 

A 

R 

$200 

G 

R 

$2® 

W' 

U 

$1.00 

R 

U 

$100 

A 

R 

w® 

A 

R 

5:00 

Bl 

R 

woo 

Bk 

R 

$3 00 

M 

R 

$4 00 

W 

R 

$200 

L 

V 

$10C 

G 

V 

$100 

Bk 

V 

$1® 


www.iguanas-cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 
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MIRAGE CARD LIST (contJ 


MIRAGE CARD LIST (com) 


erf*** 


^B^WwEfiaei 

3*rra* 9*«® 

cm ***** 

c*»* „ 

rjmntnb DntjX# 

owsrfflwi 


nGoba 

jlAiujoe 


('smew 
link Elephant 
^cjbftacace 

[*S fchtral 

**"*•# He* 
**«^Pw|c 

^ Metric 

*4«*w»hr*» 

^Osto 

j^Gsguyk 

:^'E>e[>ctmond 

^«Sn« 

[**?!» 

JWtGrewi. 

Blowing 

j2"'»Epn> 

^»T«nc 

S*fDwm 

Mat 


R 

A 

Bl 

M 

Bk 

R 

W 

A 

G 

R 

M 

0 

Bk 

Bk 

W 

Bl 


Price 


$ 2.00 

$1.00 

$ 6.00 

$3.00 

$1.00 

$1.00 

$1.00 

$3.00 

$4.00 

$ 1.00 

$8.00 

$ 8,00 

$3.00 

$9.00 

$9.00 

$1.00 


Card TWe 


Color Kuril* Price 


Mind Bend 
Mind Harness 
Mindbender Spores 
Mire Shmic 
Misers’ Cage 
Mist Dragon 
Moss Dianv *nd 
Mountain Valley 
Mtenda (iriflin 
Mystical Itaor 
Natural Balance 
Nettletooth Djinn 
Nocturnal Raid 
Null Chamber 
Painful Memories 
Patagiu Golem 



A 

R 

W 

Bk 

W 

W 

G 

M 

Bk 

M 

<T 

Bl 

A 

M 

A 

G 

G 

M 

A 

W 

W 

A 

A 

G 

Bl 

W 


U 

R 

U 

K 

U 

R 

K 

U 

U 

u 

u 

R 

U 

R 

K 

U 

R 

K 

U 

u 

u 

K 

U 

K 

U 

U 


$1.00 
$5.00 
$1.00 
$2.00 
$ 1.00 
$3.00 
$5.00 
$1.00 
SI.00 
$1.00 
$1.00 
$2.00 
$1.00 
$3.00 
$6 00 
SI. 00 
$3,00 
$3.00 
$1.00 
$1.00 
$1.00 
$4.00 
$2.00 
$9.00 
$2.00 
$ 2.00 


Bl 

Bl 

G 

Bk 

A 

Bl 

A 

L 

W 

Bl 

G 

G 

Bk 

W 

Bk 

A 


Uktabi Wikicats 
l netting Sling 
Unfulfilled Desires 
Unseen Walker 
Unyaro Bee Sting 
Unyaro Griffin 
Vaporous Djinn 
Vcntifact Bottle 
Vigilant Martyr 
Vitalizing Cascade 
Volcanic Dragon 
Volcanic CJeyscr 
Waiting m the Weeds 
Warping Wunn 
Wave Idcmcnial 
Wellspring 
Wildfire Emissary 
Wmdreapcr Falcon 
Withering Boon 
Worldly Tutor 
Yare 

Zebra Unicom 
Zhaiftriti C\*mmander 
Zirilan of the Claw 
Zombie Mob 
Zuben. GokJen leather 


1 ” 

C&qter 

R 

R 

$6.0t) 

Paupers’ Cage 

A 

R 

<ytxd Dumnod 

A 

U 

$2.00 

Pearl Dragon 

W 

R 

Opd of 4** Sue 

A 

U 

SI.00 

Phyrexiaa Dreiulmmght 

A 

R 


R 

u 

$1.00 

Hiyrexian Ihirgc 

M 

K 

(K^cfUofWI 

M 

R 

$4.00 

Hiyrexian Tribute 

Bk 

R 

Cam***?. Fcrocify 

R 

U 

$1.00 

Phyrexian Vault 

A 

V 


Bl 

U 

$1.00 

Ptditical Trickery 

Bl 

R 


R 

R 

$13.00 

Polynmrph 

Bl 

R 

OriaoeaRoe 

R 

U 

$2.00 

Preferred Selection 

G 

R 

OjftCobr* 

Bk 

U 

$1.00 

Prismatic B<x>n 

M 

U 

C^Orica 

A 

V 

$1.00 

Prismatic 1 ^ce 

Bl 

R 

OWtfVrio 

L 

V 

$ 1.00 

Psydhk* Transfer 

Bl 

R 

OrtdToton 

A 

R 

$5.00 

Purgatory 

M 

R 

Cjdrsf Lde 

G 

R 

$2.00 

Punaj of Urborg 

Bk 

R 

^Apprcaoce 

Bl 

R 

$4.00 

Rikliant Essence 

M 

U 

Deo*p ,WI *« 

G 

U 

$1.00 

Rashida Scalebanc 

W 

R 

Dried 

M 

U 

$1.00 

Reckless Fmbermage 

K 

K 

Bstord**: Spent 

M 

R 

$300 

Reflect Damage 

M 

R 

ftWptt 

Bl 

U 

$4.00 

Reign of Chi*t> 

R 

V 

Orr* Rrtrifcetwo 

W 

R 

$3.00 

Reign of Terror 

Bk 

U 

DttiSfea«r 

Bk 

U 

$1.00 

Reparations 

M 

R 

Dwtvct Mioci 

R 

U 

$1.00 

Rock Basilisk 

M 

R 

LtfkfbnrC 

G 

R 

$3.00 

R<vky Iar Ibt 

L 

U 

Ekur af Vitality 

A 

U 

SI. 00 

Roots of Life 

G 

U 

&d*r»rkJe (dtp* 

M 

R 

$3.00 

Sacred Mesa 

W 

R 

&ten*»lc Djcm 

R 

R 

$4 00 

Sand Golem 

A 

U 

Bkt! B-4 

M 

R 

$6.00 

Savage Twister 

M 

u 

Bh$ Wnet 

Bl 

R 

$2.00 

Saw back Mantk cne 

M 

R 

bwsteaad Tutor 

W 

U 

S4.00 

Sealed Fate 

M 

1J 

frxzGaoocs 

A 

U 

$1.00 

Seeds of IntKvencc 

G 

R 


Bl 

U 

$1.00 

Shadow banc 

W 

U 

Btaem Ouaqtcm 

W 

R 

$2.00 

Slialkw Grave 

Bk 

R 

mb* Etrth 

G 

U 

$1.00 

Shituku’s Minion 

M 

U 

Fr--t44c Detfwy 

w 

U 

$1.00 

Shauku, Endbringcr 

Bk 

R 

ftawrf Anhcn 

G 

U 

$2.50 

Shimmer 

Bl 

R 

FwJ Fortune 

R 

R 

$9.00 

Sidar Jahari 

W 

R 

fn Dunvtki 

A 

U 

$2.00 

Sirocco 

R 

U 

fttthktnottil 

R 

u 

$1.00 

Sky Diamond 

A 

U 

Hm 

Bl 

R 

$3.00 

S<mJ Echo 

W 

R 


L 

U 

$1.00 

Soul Rend 

Bk 

U 

Bjasjafc 

Bl 

u 

$LOO 

Spatiui Binding 

M 

U 


G 

u 

$2.00 

Spectral < xu&rdiau 

W 

R 

Warn Cnj* 

Bk 

R 

$2.00 

Spirit of tlie Night 

Bk 

R 

Fosaki^asiev 

Bk 

R 

$6.00 

Stuptir 

Bk 

U 

Jnwoir! Jpcct 

M 

R 

$6.00 

Subtcrruncan Spint 

R 

R 

dMaVcuU 

R 

U 

$2.00 

Sunweb 

W 

R 

Gotfa $ i d«vtr 

R 

U 

$1.00 

Superior Number* 

G 

U 

GanlAb 

L 

V 

$1.00 

Suq’Ata Fircwalkcr 

Bl 

u 

Go* Few 

M 

R 

$3.00 

f iintod Specter 

Bk 

R 

Gnaw? Ictea 

A 

R 

$14.00 

Ihmwha 

Bi 

R 

Hafcn Lem* over 

Bl 

R 

$.3.00 

Tceka’s Dragon 

A 

R 

H4<fGeat>kKie 

G 

R 

$5.00 

Tefcri’s Imp 

Bl 

R 

ibrrer <4 Bogiitfam 

R 

R 

$23.00 

TeferiN Isle 

L 

R 

b»b«<cr at Sirii 

Bk 

R 

$3.00 

Tclirn’To* 

R 

R 


M 

U 

$2.00 

Telim’lbr’s Darts 

A 

U 

Dteei 

Bl 

U 

$1.00 

Tclinf'Tor’s lidict 

R 

R 

A«*ntioa 

M 

U 

S1.00 

Tidal W’avc 

Bl 

l) 

Hwr*^ Drake 

M 

U 

SI. 00 

Iomhstoiu* Stairwell 

Bk 

R 

Maa uf tbr Scale 

R 

R 

$4 00 

Torrent of 1 a\a 

R 

R 

*wifclkrtfc* 

A 

U 

$1.00 

TropK al Stttnn 

G 

U 


G 

A 

M 

G 

G 

W 

Bl 

A 

W 

M 

R 

R 

G 

M 

Bl 

M 

R 

M 

Bk 

G 

W 

M 

W 

K 

Bk 

W 


$1.00 
$1.00 
$3.00 
$1.00 
$4.00 
$9.00 
$2.00 
$2.00 
$2.00 
$3.00 
$6.00 
$2.00 
$1.00 
$4.00 
$1.00 
$1.00 
$2.00 
$9.00 
$8.00 
$3.00 
$ 2.00 
$1.00 
$6.00 
$5.00 
$5.00 
$1.00 
$2.00 
$2.00 
$2.00 
$4.00 
$1.00 
$3.00 
S5.00 
$3.00 
SI.00 
SI. 00 
$4.00 
$3.00 
$2.00 
$240 
$7.00 
$1.00 
$1.00 
$3.00 
$1jOO 
$4.00 
$1 00 
$6.00 
$1.00 
$6.00 
$7.00 
$300 
$1.00 
$2.00 
$3.00 
$1.00 
$1.00 
$2.00 
$11.00 
$2.00 
$5.00 
$7.00 
$1.00 
$1.00 
$4.00 
$9.00 
$11.00 
$4.00 
$4 00 
$2.00 
$1,00 
$2.00 
$1.00 
$ 8.00 
$3.00 
$1.00 
$7.00 
$1.00 
$9.00 
$1.00 
$2.00 
$2.00 
$1.00 
$4.00 
$1.00 
$1.00 
$11.00 
$2.00 
$4.00 
$3.00 
$1.00 
$3.00 
$4.00 
$1.00 
$2.00 
$.3.00 
$33)0 
$1.00 
$1.00 
$ 8.00 
$1.00 
$5.00 


VISIONS CARD 

LIST 


Booster Pack 


$2.95 

Booster Box 


Call 

Complete Set 


$119.00 

Commons Not Listed 

$50 

Card 1 itie 

Color 

Rarity Price 


Aku Djinn 
Anvil of Boganfaut 
Archangel 
Array Ants 
Blanket of Night 
Bogftrdon Phoenix 
Brass-Talon Chimera 
Breath-stealcrN Crypt 
Bnxxl of Cockroacoe* 
Chronatog 
City of Solitude 
Coral Atoll 
Corrosion 
Creeping Mold 
Dataja Griffin 
Desertion 
Desolation 

Diamond Kaleidoscope 
Dormant Volcano 
Dragon Mask 
Dream Tides 
Elephant Grass 
Elkin Lair 
Equipoise 
Everglades 
Eye of Singularity 
Fcmcref Eochantress 
Firestorm Hellkite 
Flootled Shoreline 
Forbidden Ritual 
Foreshadow 
Goblin Recruiter 
Griffin Canyon 
Guiding Spirit 
Heat Wave 
Helm of Aw akening 
Honorable Passage 
Hulking Cyclops 
Iron-Heart Chimera 
Juju Bubble 
Jungle Basin 
KaervekN Spur 
Karen ) 

Katabatic Winds 
Kookus 
Kyscu Drake 
Lead-Belly Chimera 
Lichenthrooe 
Lightning Cloud 
Longbow Archer 
Magma Mine 
Matopi Golem 
Miraculous Recovery 
Mri' Mentality 
Mundunrni 
Natural Order 
Necromancy 
NecrosHvant 
Nekrattud 
Ogre Enforcer 
Ovinomaneer 
Peace Talks 
Phyrexian Marauder 
Pillar Tombs of Aku 
Prosperity 
Pygmy Hippo 
Quicksand 
Quirion Druid 
Rainbow Lfrect 
Relentless Assault 
Relic Ward 

Retribution of the Meek 
Righteous War 
Rowen 

Sands of Time 
ScalebaaeN Elite 
Shimmering Lfrect 
Simoon 
Snake Basket 
Spitting Drake 
Squandered Resources 
Stampeding Wildebeests 
Sukdinan’s I rgacy 
Summer Bloom 
Suq’Ata Assassin 
Talruura Ptper 
Tefari's Honor Guaid 
Tefen’s Puzzle Box 
Tefcri's Realm 
Tempest Drake 
Three W ishes 
Time and Tide 
Um-Wing Chimera 
Tithe 

Triangle of Wai 
Uktabi Orangutan 
Undiscovered Paradix* 
Vampiric Tutor 
Vampirism 
Viasnmo Saihistalkcr 
Viashivan Dragon 
Wand of Denial 
Waterspout Djinn 
Wind Shear 
Zhalluin (’rusader 


Bk 

A 

W 

M 

Bk 

R 

A 

M 


WEATHERLIGHT CARD LIST 


Booster Pack 



$2.95 

Booster Box 



Call 

Complete Set 


$149.00 

Commons Not Listed 


$1.00 

Card Title 

Color 

Rarity 

Price 

Abduction 

Bl 

U 

$2.00 

Abeyance 

W 

R 

$19.00 

Ahmxh 

G 

R 

$6.00 

.Ether Flash 

R 

U 

$.3.00 

Agonizing Memories 
Alabaster Dragon 

Bk 

U 

$1 Ot 

W 

R 

$8.00 

Ancestral Knowledge 

Bl 

R 

$8.00 

Arctic Wolves 

G 

U 

$1.50 

Argivian Rnd 

W 

U 

$1.50 

Argivian Rixtoration 

Bl 

U 

$1.00 

Aura Silence 

W 

U 

$1.00 

Avizoa 

Bl 

R 

$5.00 

Baridn 

G 

U 

$1.50 

Bone Dancer 

Bk 

R 

$7.00 

Birsium Strip 

A 

R 

$9.00 

Bubble Motnx 

A 

R 

$8.00 

Buned Alive 

Bk 

U 

$1.00 

Call of the Wild 

G 

R 

$8.00 

Chimeric Sphere 

A 

U 

$1.50 

Cinder Giant 

R 

u 

$1.00 

Circling Vulture'- 

Bk 

u 

$1.00 

n<*xi Diinn 

Ctmc of rlarnc 

Bl 

u 

$1.50 

R 

V 

$1.50 

Debt of Loyalty 

W 

R 

$5.(X) 

Dense Fohaw.* 

Desperate Gainbu 

O 

R 

$5.00 

R 

u 

$L(>0 

Dingus Sufi 

A 

u 

$2.50 

lXx*msday 

Downdraft 

Bk 

G 

R 

u 

$7.00 

$1.(X) 

I)war\en Th&umaturgist 

R 

R 

$5.00 

Ertai’s Familiar 

Bl 

R 

$6.00 

Fallow Wurm 

G 

u 

$1.00 

Ifamiliar Ground 

G 

u 

$1.50 

lx*m>r 

R 

R 

$4.00 

Pestering Evil 

Bk 

U 

$1.00 

ITrestorm 

R 

R 

$8.00 

Hxi\Tsian Bngade 

W 

U 

$1.00 

Fungus FJemental 

G 

R 

U 00 

(iaeaN Blessing 

G 

V 

$1250 

Gallowbraid 

Bk 

R 

14.00 

Gemstone Mine 

L 

U 

$4.00 

Gcrrard’s Wisdom 

W 

U 

$1.00 

floblin Bomb 

R 

R 

$7.00 

GoWin Grenadiers 

R 

U 

$1.00 

Heart of Bogardan 

R 

R 

$8.00 

Heat Stroke 

R 

R 

S3.00 

Hiiklcn Humx 

Bk 

U 

S1.50 

Hurloon Shiunan 

R 

U 

$1.00 

Infernal Tribute 

Bk 

R 

$4.00 

Inner Sanctum 

W 

R 

$3.00 

Jabtin's Banner 

A 

V 

51.50 

l^iva Hounds 

R 

u 

$2.50 

Uege of die Hollows 

G 

R 

$3.00 

I. hrnowar Behemoth 

G 

L* 

$1.50 

Lxxus Vale 

L 

R 

$18.00 

Mana Web 

A 

R 

$10.00 

Maraxus of Keid 

R 

R 

$12.00 

Master of Arms 

W 

U 

S1.(K> 

Mischievous Poltergeist 

Bk 

U 

$1.00 

Mistmooo Gnfftn 

W 

u 

$1.00 

Morinfen 

Bk 

R 

$5.00 

Mwomuli Ooze 

G 

R 

aaoo 

Nature’s Resuigcncc 

G 

R 

$7.00 

Necratog 

Bk 

U 

$3.00 

Noble Benefactor 

Bi 

U 

$1.50 

Null Rod 

A 

R 

$7.00 

Ody lie Wraith 

Bk 

u 

SL50 

Oreish Settlers. 

R 

u 

$2.00 

Paradigm Shift 

Bl 

R 

$6.00 

IVacckoeper 

Petufrell Milts 

W 

R 

$7.00 

Bl 

R 

57.<X 

Phantom Wwno* 

Bl 

U 

$1.50 

Phytexian Furnace 

A 

U 

$1.50 

Psychic Vortex 

Bl 

R 

$5.fX) 

Relearn 

BI 

u 

$2.50 

Rescrwl Unicom 

W 

H 

$2.00 

Riv Hatchling 

R 

U 

$2.50 

Scorched Ruins 

L 

R 

$9.00 

Serenity 

W 

R 

$4.1X» 

ScrraN BkS'sing 

W 

U 

$2.00 

Serrated Biskchon 

A 

U 

$1.50 

Southern Paladin 

W 

R 

$4.00 

Steel Golem 

A 

U 

$2.(W 

Strands of Night 

Bk 

U 

$1.50 

Straw Gokm 

A 

u 

$1.00 

Sylvan Hierophant 

G 

u 

» 

lanff 

W 

R 

53.00 

TeferiN Veil 

Bl 

U 


Thran Forge 

A 

u 

$2.00 

Tliran Iinnc 

A 

R 

$5.00 

Thundermare 

R 

R 

$13.00 

Timid Drake 

Bl 

V 

$1.00 

Tolar i an lintrara er 

Bl 

R 

$3.00 

Tolarian Serpent 

BI 

R 

$3.00 

Touchstone 

A 

U 

$2.50 

Tranquil Grove 

G 

R 

$4 .(H) 

Urbusg Justice 

Bk 

R 

$7.00 

l rborg Stalker 

Bk 

R 

$4.00 

Veteran Explorer 
Vodalian lllu.sK>m.st 

G 

U 

$1.50 

Bi 

U 


Volunteer Reserves 

W 

U 

$1.50 

Wave of Ternx 

Bk 

R 

$3 00 


www.i 9 uanas-cbc.c 0 m • cards@iguanas-cbc.com • 1-888-844-8262 
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o, has a Wizards of the Coast rep¬ 
resentative stopped by yet to bid on 
your household appliances and indoor 
plants? For a couple of weeks this sum¬ 
mer it seemed Wizards, already the 
800-pound gorilla of gaming, was buy¬ 
ing everything in sight. With the acqui¬ 
sition of TSR and Five Rings 
Publishing Group, the gorilla put on a 
couple hundred pounds. As a freelance 
writer unaffiliated with Wizards or The 
Duelist , I can speculate freely: Is the 
gorilla still hungry, and what might 
make its next meal? 

TSR’s financial troubles early this 
year kept six months of products off 
store shelves. This calamity, along with 
the last-minute rescue of TSR from 
bankruptcy, fascinated Advanced Dun¬ 
geons & Dragons fans who had previ¬ 
ously shown only mild interest in the 
business side of gaming. What about 
your own favorite games? Arc their 
publishers healthy, or ripe for acquisi¬ 
tion? What makes a company like Wiz¬ 
ards acquire other companies, anyway? 

In a noisy hotel bar at the 1997 Ori¬ 
gins convention I asked this of Wizards 
Vice-President Lisa Stevens. She ticked 
oft* the reasons: "Diversification, 
growth—it's important for a company 
to keep moving forward. Management 
—sometimes another company has a 
great management team, as in the case 
of Five Rings, that you want for your 
company. Or you might want to gain a 
particular proficiency you didn't have 
before. 

"Economies of scale," Stevens went 
on. "If you’re printing a lot more stuff, 
you can negotiate better rates from 
printers. A larger product line also gives 
you leverage with distributors, in terms 


of getting better display for vour prod¬ 
ucts, and with licensers if you're negoti¬ 
ating a new game license. 

"Intellectual property,” she concluded, 
and this seemed to me the killer reason. 
This buzz-phrase, so popular among 
Wizards employees that they some¬ 
times refer in shorthand to "IP," refers 
to the unique market 
identity of a creative 
work—its name, charac¬ 
ters, setting, premise, and 
(in games) rules. For 
example. Star Wars is a 
potent intellectual prop¬ 
erty', widely recognized 
and instantly identifiable. The entire 
entertainment industry, that colossal 
machine in which gaming is the merest 
cog, runs on high-octane IPs. 

Within gaming, the most prominent 
IPs today are AD&D and, probably, 
Magic. Now that Wizards owns both, 
what others might it be eyeing? What 
companies are next summers tempting 
targets? 

Wizards sales director Carol Mona¬ 
han describes the ideal target company: 
"A market leader with a licensable 
brand name product—a product that 
would let Wizards expand into a new 
market, the way AD&D lets us expand 
into rolcplaying games. [The company] 
would have to be affordable, of course. 
And it would have to help Wizards ful¬ 
fill its company mission."That mission 
is to "make games as big as the movies," 
a genuine mass-market recreation. 

With all that in mind, what prospec¬ 
tive targets might Wizards see? As a 
freelancer, 3 know no more than you, 


by Allen Varney 


but what the hey, I’ll speculate. Two 
adventure gaming companies are pub¬ 
licly traded, so we know their financial 
health. Games Workshop has a terrific 
IP in Warhammer, but the company is 
growing strongly so a buyout would be 
expensive. In contrast, Avalon Hill has 
faltered in recent years, and its huge 
game line includes such gems as 
Acquire and American rights to Diplo¬ 
macy and Civilization. 

Other game publishers are privately 
held. Obvious market leaders include 
White Wolf Game Studio, whose 



is on nign-octane i rs. 


Vampire recently eclipsed AD&JD as 
the field’s top-selling RPG; and FASA, 
whose BattleTech IP has drawn high 
public praise from Wizards President 
and CEO Peter Adkison. Affordable? 
Who knows? 

Decipher thrives with its Star Wars 
and Star Trek card games, but a com¬ 
pany spokesman said these licenses 
would lapse if Decipher were sold. 
Ditto Iron Crown’s lucrative Tolkien 
license. Some smaller game companies 
have respectable I Ps, notably Chaosium 
and Steve Jackson Games, but would 
not open substantial new markets for 
Wizards. 

I’m tempted to say we wont see the 
thousand-pound Wizards gorilla get 
hungry again until spring. It has a lot to 
digest right now, and needs time to 
earn more cash. But what do I know? 
This summers acquisitions caught me 
flat-footed. Whatever Wizards buys or 
doesn’t buv. I’m sure the company will 
keep surprising me. 
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hens/Predator (Harper- 
Prism, New York City): The 
game is currently scheduled 
for release October 18. The 
first expansion of 120 to 
180 cards, based on November's Alien Res - 
urrection movie starring Sigourney Weaver, 
should appear in springer summer 1998. 
<hpri$mccg@ aol.com>; <wyrw.harperprism.com/ccg> 



Dune (Last Unicom Games, Harris¬ 
burg, PA/Fivc Rings Publishing Group, 
Bellevue, WA): Though I sist Unicom's 
original license covered only the unfortu¬ 
nate 1984 Universal film adaptation, it 
now covers all of Frank Herbert’s Dune 
novels. The game will derive from the first 
three novels rather than the movie. The 
first expansion, Owen Sevier’s 152-card 
Judge of the Change (named for the transi¬ 
tional governor of Dune) will appear in 
November. Two semi-fixed sixty-card 
starters ($8.99) will introduce the Spice 
Miners Guild and Water Peddlers Union 
factions. Fifteen-card boosters ($2.99) will 
include a new card type: decrees (unique, 
biddable Imperial Enhancements). A role- 
playing game is in the works. 

< monomyth @ aol.com >: <www.lastunicorngamej.com> 


r Highlander (Thunder Castle Games, 
Kansas City, MO): Mike Sagers Movie 
Edition First Expansion is planned for 
November (fifty-five-card starters, $9.95; 
fifteen-card boosters, $2.95). It includes 
five new characters from the Highlander 
movies. Starters draw on a pool of 450 
cards, including reprints from the first 
edition and its expansion (distinguished 
by new symbols); boosters offer only 
the 100 cards new to this set. The role- 
playing game should appear next year. 
<tcgaroes@ aol.com>; <www.tcgames.com> 


r Imajica (1 larperPrism): Inspired by 
the new game (see review in this issue), 
author Clive Barker is writing Imajica: The 
Forbidden Gospels. Designers Scan Curran 



and I Ians Rueffert will use this new fiction 
to create the 120-card In Ovo expansion, 
tentatively scheduled for March. 

r Legend of the Five Rings (Five 
Rings): Scorpion Clan Coup , a 240-card 
stand-alone set, will appear over three 
months from November to January, eighty 
cards a month. Each month will bring fif¬ 
teen-card boosters ($2.99), and sixty-card 
starters ($8.99) will be offered in Decem¬ 
ber with strongholds for the Scorpion and 
Lion Clans. This “prelude expansion,” a 
prequel to the main game, will tell how 
Scorpion Champion Bavushi Shoju dis¬ 
honored Lion leader AkodoToturi and 
tried to seize the Hantei Throne. The set 
will include inexperienced versions of 
many L5R characters. 

Untitled ar press time, the tt L5R2” 
sequel to the first game will start in 
March. Late springs L5R spinoff game, 
tentatively titled Legend of the Burning 
Sands, will carry some characters from the 
original story into a new, Arabian-styJe 
land with new rules. The Aklerac design 
team is handling all these projects. 
<I5r@frpg.com>; <www.frpg.com> 

^ Middle-Earthi The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
Novembers The White Hand, a 120-pius- 
card expansion (twelve-card boosters with 
two rares, $3,25) by Coleman Charlton 
and Mike Reynolds, will introduce “Fallen” 
(neutral independent) versions of the basic 
game s wizards. To pursue his or her unique 
goals, any fallen wizard can use resources 
from both Wizard and Ringvvraith sides, 
hut only the lesser characters from each. 
Following good response to a Middle- 
Earth roleplaying supplement that featured 
card-game sites suited for casual play, ICE 
plans four eighteen-page booklets with 
large color maps that combine new sites 
with text from the RPG and card-game 
scenarios. The first book, describing 


Eriador, will hit in mid-October ($10), 
and the others (Condor, Mordor, Rhovan- 
ion) next year. A Lidless Eye Player's 
Guide will appear in mid-November. 

<ice@ ironcrown.com>; <www.ironcrown.com> 

3F Mythos (Chaosium, Oakland, CA): 
Though delayed repeatedly, Neve Aeon mav 
still ship this year. In this stand-alone 200- 
card set, the Cthulhu Mythos meets 199 (k 
conspiracy theory a la Pagan Publishings 
acclaimed Delta Green rolcplaving supple¬ 
ment. (T he Delta Green agency gets its 
own card.) Time machines let 1920s Inves¬ 
tigators bring existing cards into “the 
future” (today), where transport is easier 
and regions less important. Monstrous 
Investigators (Mi-Go Braincasc, Deep 
One) permit new theme decks. New be¬ 
comes in sixty-card starters ($8.95) and 
thirteen-card boosters with two rares 
($2.95). <chaojium@chaojium.com>; 
<www.sinus.com/--chaojium/chaosium.htinl> 

S’ Over Power (ITccr/SkyBox, New 
York C ity): Image Over Power will arrive in j 

N<>vember, a 200-card set (fifteen-card I 
boosters, $2.95) introducing Spawn,Wild- I 

storm, Gen-13, Witchbladc, Savage 
1 Tragon, anil other characters from four 
1 mage Comics studios. Cards haw new 
backs. <fsnetrep@ aol.com > I 

¥ Rdge (Five Rings): This new edition 
of the White Wolf game, developed by flj 

1 .like Petcrschmidt (Guardians. Dark t 

Age), will appear in nine monthly eighty - 
card releases, two faction-based starters i 
month, starting in November. The first ^ 
two starters (mostly fixed) will be the Get I 
of Fenris and Wcndigo. December’s will i 
be Bone Gnawers and Red Talon. 

Almost-flat rarity' means vou can collect 
each month’s cards in two sixty-card 
starters ($8.99) and about eight fifteen- I 
card boosters ($2.99). 3J|| 

Petcrschmidt has changed the rules X 

slightly to emphasize combat and consis¬ 
tency with the Werewolf RPG. For 
example, you can no longer give Gifts to fllj 
opposing Garou, and Rites take several 
turns to enter play. Gnosis and Rage are 
now resources, and each Garou can vote ? 
on only one Moot per turn. Petcrschmidt 
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of the best outfitted Magic 
players the Armed Services 
has to offer. Enlist in the 
Military League for Magic: 

The Gathering . League membership 
gives you an official ranking, so you 
can see how you stand in your 
service branch, or in the entire U.S. 
military. At the end of each season, the 
ten top guns from each branch will receive 
prizes exclusive to the Military League. Once 
you register, you can duel other league players 
to increase your rank. Any time. Any place. 

tort yourself in league with the best. 

Join the Military League. 


IS| 



MILITARY 

Wizards 


MILITARY LEAGUE 
BENEFITS PACKAGE 


A copy of The Duelist 


Waterproof Military 
League playmat 

Two Ice Age decks and 
other rare Ice Age cards 

Chronicles booster pack 

Fallen Empires booster pack 

Fourth Edition booster pack 

Homelands booster pack 


Wizards of the Coast Customer Service: 206-624-0933 * http://www.wizards.com * military5 wizards.com 













* Shadow fist (Daedalus Entertainment, 
Etobicoke, Ontario): Daedalus entered 
Chapter 11 bankruptcy in July, but at press 
time still planned imminent release of the 
long-awaited Throne War expansion. Its 
now an eight}*- to ninety-card set, flat rarity, 
including a dozen cards reprinted from 
Netherworld (eight-card boosters, $2.95). 
<jgarcia@ hakyon.com >; <www.cnw.com/~-daedalus/> 



(Precedence, Tempo, AZ): 


r Star Wars CCG (Decipher): Cloud 
City, based on the last third of The Empire 
Strikes Back , should be out now (180 cards, 
three rarities, $2.50 for a nine-card booster). 
Freeze characters in carbonite, dogfight in 
planetar}* atmospheres, and put prices on 
characters for your bounty hunters to col¬ 
lect. The Boba Fctt card here differs from 
that in the First Anthology, Return of the Jedi: 
Tatooine will appear in spring. 


r X-Files (USPC Games, Cincinnati, 
OH): Due about now, the latest 125-card 
expansion, 22364 , takes its title from Dana 
Scully’s birthdate. Designed by Andy Grau- 
mann, Ron Kent, Dadd Frank, and David 
May, the expansion draws from the show’s 
third season and introduces cards that 
change other card effects or questions (three 
rarities plus five chase cards, fifteen-card 
boosters, S3). Collectable pewter versions of 
the Scully, Mulder, and Cigarette Man cards 
(were not making this up) are $39.95 each 
from USPC.The games third edition will 
appear in spring. <USPCGames@ aol.com >; 


Scheduled for November, this licensed 
multi-player game from the designers of 
Aliens/Predator (John Myler, Dave 
Hewitt, Paul Brown, Ran Ackels) uses 
video frame-grabs and computer graphics 
from the cult favorite science fiction 1 V 


E Star Trek CCG (Decipher, Norfolk, 
VA): The long-delayed Fa jo Collection col¬ 
lector s set should be out now. The eighty- 
card set in binder ($80) includes Guinan, 
Locutus of Borg, Dr. Soong, and a Roger 
Maris 1962 baseball card. First Contact , now 
due in November (130 cards, three rarities, 
nine-card boosters for $2.50), will introduce 
the Boig, time travel, conquest of Earth, and 
other elements from last years film. An 
unnamed expansion due next spring will 
introduce new battling rules. 

<DCustServe@decipter.com>; <www.dedpher.com> 


series. 

Each player, leading one of the Babylon 
5 space stations four main races (human, 
Centauri, Minbari, Nam), tries to win by 
reaching a certain Power total. Each race 
has different strengths and abilities, and 
you can employ allies from other races. 
Play involves diplomatic, military, and 
intrigue actions. The game tracks current 
Power for Babylon 5 and the two super- 
races, the Vorlons and Shadows. Event 
cards let factions use these races’ powers, 
hut this makes them vulnerable to other 
events. “Aftermath* cards played after a 
conflict can enhance a character or posi¬ 
tion, lending a story-like feel characteristic 
of die series. Dave I lewitt says, u We want 
to capture the essence of the show but not 
duplicate its storyline exactly.” 

The initial set should have between 300 
and 400 cards (four rarities), sold in quasi- 
fixed sixty-card starters ($8.95) keyed to 
the four races, and eight-card boosters 
($1.95). <B5@ eternity.com> 


shows the ripped corner of a conv< 
playing card. 

February’s initial release of 150 < 
will come in four half-fixed sixty-card 
starter decks ($8.99) and fifteen-card 
boosters ($2.99). Expansions of fifty t< 
seventy-five cards will follow moodily for 
seven months. The first factions include 
lawmen, outlaws, the Collegium (nuu sq* 
entists), a mining company, and a Sioux& 
tribe. As Gomorrah grows more imr 
in the Deadlands setting, it will draw:-c 
tions like Texas Rangers, Pinkertons, •: 
barons, and the Union and Confcdcr 


(Iron Crown): Deadline n 


Doomtowm The Legend of 
Caine County 



(Five Rings): Based on 
last years Pinnacle RPG Deadlands: The 
Weird West, this multi-player trading 
card game is designed by Aldcrac 
Entertainment Group (L5R). In 
an alternate 1877 where the 
Civil War continues and 
monsters haunt the frontier, 
an earthquake has split 
California into a flooded 
“Great Maze.” In the 
frontier town of 
Gomorrah, factions 
fight for an exotic new 
fuel, ghost rock. With 
this trading stock, they 
buy or steal deeds to 
gain control of Gomor¬ 
rah. Combat uses a 
poker mechanic; one 
comer of each card 


vented mention last issue of this new 
multi-plavcr fantasy game, which apy : 
last month. Licensed from SSGscor j 
game Warlords III: Reign of Heroes, rek < 
by Broderbund, the Warlords cardg 
was designed by SSG s Ian Trout and 
unnamed collaborators. Players pb 
that provide gold, which the}* use to Y 
armies led bv named heroes. Expk 
to “find" magical artifacts (played frorr 
your hand), attack opposing armies, and * 
seize other castles. Each deck must inck 
one “Time Passes* card. The game ends 
unprcdictably w hen the last such card 
turned up, and the highest gold total wa 
A four-player game lasts about an hour. 

Warlords, a 251 -card set, is sold in 
eight quasi-fixed “faction decks" (sixr. 
cards, $9.95) and random twelve-card 
boosters ($2.75). The rarities are Fixed 
(starters), Random A (in starters and 
boosters), and Random B (boosters or V). | 
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The Only Way to Move Up in Rank! 

Military League 


SIGN UP NOW!! for the new Wizards of the Coast Military 
League for Magic. Membership kits will be sent out in March 
'97, with league play beginning in April ’97. The annual 
membership fee to join the league is $50. The league is 
open to military players, their dependents, and DOD 
civilians. Membership benefits include a one-year 
subscription to The Duelist Sideboard , a copy of The 
Duelist magazine, Military League T-shirt, Military 
League playmat, two Ice Age starter decks, 
additional rare Ice Age cards, and boosters of 
Fallen Empires , Fourth Edition and 
Homelands plus rankings published in The Duelist 
Sideboard and on the Wizards of the Coast website. Mail 
completed form and membership fee to: Wizards of the 
Coast, Military League, P.O. Box 707, Renton, WA 98057. 


BASD: i i i i i LAST PCS: « i i —i _i_i_i EMAIL: i—i—i— l_l_j— i—i—i—i—i— l_j— i—i 

U CHECK i_i MONEY ORDER i_i CREDIT CARD (VISA and MASTERCARD ONLY) 

CREDIT CARD #•: ■ > ■ i ■ » i -i _i_i—i—i—i—■—«—'—■— 1 — 1 — 1 EXP D ATE: ■—■— 1 — 1 — 1 
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> by Wolfgang Baur 


New Toys and Retreads at E3 


In the Land of 
the Sequel 



I he Electronics Entertainment 
Exposition (E3) in Atlanta was 
home to more than 1,500 brand- 
new games being introduced to 
the public. While all the hype 
claimed the games were new, it 
looked like at least 1,000 of them were 
sequels. Here's a quick overview of the 
franchises, the rising stars, and the new 
kids of computer software that are 
promised for release in late 1997 and 
early 1998. 

■H^Dogs 

Unlike Hollywood movies, sequel games 
aren't automatically some pathetic imita¬ 
tion of the original. There’s a simple rea¬ 
son why were seeing a flood of sequels 
this year—the originals rocked, and the 

sequel is a guaranteed way for a _ 

software house to turn a profit. 

Some sequels worth looking for: 

Magic: The Gathering 
Expansion Set 

■ One expansion is planned 
for the MicroProse Magic 
PC game this year, and its 
a biggie. The expansion adds about 
140 cards from Arabian Nights , 
Antiquities , and Revised ; not just second- 
string cards, but power cards like Juzam 
Djinn, Guardian Beast, Icy Manipulator, 
Sink Hole, and dual lands will finally be 
available in electronic form. Further¬ 
more, the expansion includes an 
improved deck builder and scaled-deck 
play, and a free patch that will allow for 
online play over the Internet. MicroProse 
is promising online play by Christmas; 
will online leagues and tournaments be 
far behind? 



Riven 

The sequel to Myst was splat- 
tered all over the E3 convention 
walls and halls, but that’s about the only 
splatter you'll find in its rich landscapes 
and unique visual style. Unfortunately, 
while Riven’s graphics clearly improve on 
the original, the previews offered at the 
show revealed essentially nothing about its 
gameplay. Will the puzzles live up to the 
original? There’s no way to tell from the 
beautiful still images. To leant more, point 
your browser to <http://www.riven.com>. 

Quake II 

Continuing the tradition of 
Castle Wolfenstein, Doom, 
Doom II, and Quake, 
id Software is getting ready to 
launch Quake II. Not surpris- 


Quake 11 allows you to shoot at corp*$ 
and blow them apart with new and 
improved weapons in gloriously detailed 
renderings, otherwise it’s much like regu¬ 
lar Quake. Is this a good thing or ust 
another bloody gibfest? You decide. 


Starcraft 

™ With humans and two alien 
races each pursuing different 
strategies for conquest, Starcraft 
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hopes to keep the Warcraft franc ruse 
going in deep space. Humans can more 
their bases, the Protoss are a psionic race 
with superior tech and carrier ships, and 
the Zerg are a race of mutated insect' 

In terms of new features, the interricc 



m Sjy- Quake II is the finest gorefest 
available in this or any other universe; 
even Blood doesn’t offer quite the same 
level of splatter and gameplay. Although 


is greatly improved by the sir pie 
addition of a production queue— 
instead of constantly ordering the 
production of one more unit, vou 
can issue orders for a site to pro¬ 
duce multiple copies of the same 
unit, or even build a series ofdil- 
ferent units, just as you can in 
Master of Orion 2 and other 
recent strategy games. Starcraft? 
producer says that the game will 
he released when Blizzard Software u 
convinced that they have created * 
knockout product. We’ll be waiting 
eagerly. 
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Inside the Industry 
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MechWarrior 3 

mm Based on the advanced tech- 
nology of the Virtual World 
game center pods, MW3 
improves on the Activision MechWar¬ 
rior games by putting you behind 
cnemv lines. It’s up to you to figure out 
how to survive on a hostile planet with¬ 
out reinforcements or a safe line of 
retreat. As you might expect, your 
'Mechs can jump, fire beam weapons, 
and launch powerful missile salvoes. In 
addition, terrain includes water, forests, 
and hills, and each terrain affects com¬ 
bat. Your drop ship is waiting. 


Panzer General II 

The original Panzer General 
from Strategic Simulations 
provided incredible gameplay 
and all the finely-tuned strategy of a 
combined arms game. It s a big legacy to 





live up to, but this updated version 
offers plenty of goodies: a landscape 
perspective interface, ranged fire for 
late-model 75-mm tanks, and a special 
overrun function that allows tanks to 
overrun a weak unit and go on to 
another attack. You also get expanded 
play options as either an American, 
British, German, or Russian general. 
The game contains a full scenario editor 
and supports local net play, Internet 
play, and email play. 

In the a what-if n scenarios, you can 
fight a Russo-Finnish scenario with 
German intervention, launch a com¬ 
bined arms attack on Malta, and invade 
the U.S. from a landing point in Savan¬ 
nah, Georgia, inland toward Knoxville, 
Tennessee. Get those tanks rolling. 

Underdogs 

In the land of the sequel, the new hot 
game is king. In a show dominated by 
repeats, however, relatively few new and 
worthwhile products stexxi out. Here are 
capsule summaries of the best of the new. 

Armageddon 

Okay, this isn’t a PC game, but 
so what? It’s a beautiful and 
innovative Magic: The Gath¬ 
ering arcade blaster that doesn’t fit any 
of the standard arcade categories 
(shooter, fighter, or racer). Instead, 
Armageddon uses a trackball and cur¬ 
sor—much like the classic Missile 
Command game—to allow you to 
blast, summon, shield, and counterspell 
your opponent into oblivion. 

With five mage characters to choose 
from and a roster of big creatures that 
includes Serra Angel, Force of Nature, 
Lord of the Pit, Polar Kraken, and 
Shivan Dragon, this game provides 
plentv of action while staying true to the 
spirit of Magic. 

f m Bladerunner 

Westwood Studio has been 
working on this game for more 


than twenty-four months, and it’s a 
monster, with four CDs packed with 
sound and graphics. The Bladerunner 
characters are all derived from motion- 
capture footage; Westwood built its own 
green-screen studio to do the anima¬ 
tion. In addition, several actors from the 
movie reprise their roles in voice acting 
for the game, including Sean Young 
(Rachel), Edward James Olmos (Gaff), 
and others. The action-adventure 
game s plot is related to, but not the 
same as, the film. From the snippets 
available at E3, it seems you take on the 
role of a bladerunner who runs across 
some of the events from the film while 
solving an unrelated mystery 

MechCommander 

At last, a giant firepower game 
that let’s you command more 
than one ’Mech. Instead of 
giving you the firepower of one giant, 
mechanized fighting machine, Mech¬ 



Commander puts you in charge of up to 
three Lances: a dozen infantry-stompin’ 
’Mechs. Those ’Mechs jump when you 
say jump, they follow group or individual 
orders—in short, they offer a planet full 
of action. Sound effects mimic the field 
reports from the ’Mech pilots under your 
command. The resulting radio chatter 
can be quite confusing to sort out during 
a heavy firefight. Wahoo! 

Myth 

From the makers of the 
Marathon game for the Mac, 
Myth is the best PC game to 
date for skirmish combat. You can view 
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the action from any overhead 3D angle: 
rotate, pan, zoom, orbit, and more. 
Why do you want to watch from so 
many angles? Because the game lets you 
watch in detail as you hack apart your 
enemies, as arrows thump into the 
ground, as you wreak destruction and 
havoc on all sides. The game literally 
feels like being in the middle of a 
medieval skirmish. Mvth is for swords 
what Doom was for guns, and there 
may even be a metaserver for online 
play at the time of release. 

The Redguard 

Since E3, this game has been 
in a news blackout, so you 
won’t bear about it anywhere 
else. The Redguard adventure game is a 
3D heir to older 2D games like Prince 
of Persia: it features good AI, simple 
combat, and a series of puzzles to solve. 
In addition to movement through a 
well-detailed town and conversation 
with the locals, there’s ship movement 
and a series of boarding actions to win. 
Set in the same world as the popular 
Elder Scroll games (Arena, Dagger- 
fall), The Redguard strips out many of 
the complex elements of the Elder 
Scroll games and replaces them with 
more straightforward interface and 
gameplay. 

The 10th Planet 

This hard-science space- 
fighter game offers something 
we’ve never seen before in a 
space-combat game: realism. The star 
fighters move entirely within our solar 
system, which you must defend from 
alien invaders. In each space battle you 
tight, your ship loses functions one at a 
time until it is finally destroyed. As 
each system drops out, firing and 
maneuvering becomes more of a chal¬ 
lenge. In addition. The 10th Planet 
includes a strategic level that allows you 
to pick your fights: escort missions, 
raids, and so forth are up to you. 
Deploy your resources wisely. 



Nomads of Klanth 

H This oddball game involves 
combat between ballista- and 
catapult-armed “tanks” that 
belong to the desert nomads of the 
title. Designed by one of the creators 
of the Warhammer fantasy RPG, it 
has a unique atmosphere, original 
graphic design, and great gameplay. 
Still in the early stages, this could be 
one of the quirkier games released next 
year. 

New Dogs, 
New Tricks 

Every company at E3 was hawking the 
head-to-head, local-network, and 
Internet capabilities of its games. Only 
a few games have been designed exclu¬ 
sively for network play. Most of the 
Internet-specific games are flight sim¬ 
ulators or fantasy RPGs. Here’s two of 
the more interesting fantasy games. 

Ultima Online 

With its own ecology, cities, 
monetary system, profes¬ 
sional guilds, and crafts. 
Ultima Online promises a complete 
fantasy world bigger and better than 
any we’ve seen online. In fact, UO is 
poised to eat Meridian 59 and Diablo 
for lunch. The game offers more than 
sixty spells, hundreds of monsters, 
forty-four skills, thirteen cities, four¬ 
teen character templates, and huge, 
continent-sized tracts of land. If that’s 
not enough, it allows characters to sail 
ships, ride horses, and explore seven 
enormous dungeons. It has more toys 
and more features than a convention 
full of gadgetcers. 

Just having a lot of toys and tools 
doesn’t guarantee success, but UO 
promises that it will provide options 
for more than just combat-crazy 
killers. Skeptics may wonder whether 
online players will want to spend time 
learning craft skills and harvesting 



grain, but optimists from the game s pub- 
lie Beta test are already hailing the 
as a breakthrough. The ultimate question 
of whether the game turns into an active 
community of adventurers or a continent¬ 
wide slaughterhouse won’t be clear until 
the dust settles this fall. 

The Zone 

Microsoft’s game division is trv- 



ing to make a splash with a new 
online gameplay area called 
“The Zone.” While this is nothing new. 
The Zone content is well-executed and 
will probably still be around a year from 
now. The Zone games include a solid 
WWII flight simulator (Fighter Acc , a 
redneck racer (Monster Truck Madness. 
and a promising upcoming fantasy-rolc- 
playing title known as Asheron’s Call, 
(release date: first quarter of 1998). Point 
your browser to <http://www.zone.com> 
for details. 



Wrap Up 

As always, not all of these games will ship 
on time, will feature all the bells and 
whistles they promise, or will deliver hue 
free code. But even if only half of them 
are released on time, we're in for some 
good gaining this winter. Get ready. ■ 

W°tfgpng Baur often transcends time and sp • 
deliver the freshest game content possible. 


€ 
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Expanding 

Shandalar 


MicroProse Magic 
Kicks into High Gear 


E ver since the release of the 
MicroProse Magic: The 
Gathering computer game 
earlier this year, players have 
clamored for upgrades and expansions. 
M ost of the demands fell into three cate¬ 
gories: 1) Fix the bugs; 2) Add more 
cards; 3) Allow human vs. human play. 

MicroProse has already responded to 
number one with several free patches. 
The latest upgrade, version 1.25, is still 
available for download on the Internet 
(www.gathering.net). The patches fix a 
number of cards that were miscoded 


> by Beth Moursund 

(such as the famous Verduran Enchan- 
ress bug that gave you free draws when 
you cast things like Giant Growth), and 
some other miscellaneous bugs (such as 
the one that allowed you to tap the com¬ 
puters land during its upkeep phase, giv¬ 
ing it mana burn and preventing it from 
casting spells). They also improved the 
AI in several subtle ways, making it play 
a bit more intelligently. 

Now two new expansions are on the 
way, which will fulfill the other two 
demands: Spells of the Ancients and 
ManaLink. 



v\ivn TC 

/R ^ A The Gathering 

Spells of The AncIentS 


MicroProse 
Alameda, CA 94501 


FORMAT 

System Requirements: CD-ROM for 
Windows 95; 16 MB RAM and 120 MHz 
Pentium processor recommended. 

4* CD-ROM drive, SVGA graphics. 
SoundBlaster compatible sound card. 


CONTACT 

MicroProse Software, Inc. 
2490 Manner Square 
Loop 

Alameda. CA 94501 
(510) 522-3584 
<www.gathering.net> 



Spells of the 
Ancients 

Spells of the Ancients is planned for release 
this fall and testers have been working 
double shifts, weekends, and plenty of 
overtime to ferret out the bugs and make 
sure its ready. It will add most of the 
cards from the Alpha/Beta and Unlim¬ 
ited Magic editions, Arabian Nights , 
Antiquities, and promo cards from Drag- 
onCon and HarperPrism books. It will 
even include bogglers like Clone, Dop- 
pelganger, Lich, and Raging River. A few 
cards will not be included, either by Wiz¬ 
ards request or because they’re unsuited 
to the computer environment. 
Other than Chaos Orb and 
Shahrazad, though, you can 
expect to see all the old 
favorites, including plenty of 
Classic-Restricted (Type 1.5) 
power cards like Juzam Djinn, 
Psionie Blast, Diamond Valley, 
and of course all the dual lands. 
Rukh fans, take note: the Rukh 


Egg is part of the set, and the Rukh 
token will have all-new artwork by the 
original Rukh Egg artist, Christopher 
Rush. 

The new cards will be fully integrated 
into Shandalar, and some of the monsters 
were actually designed with these cards 
in mind. For example, the Ape Lord will 
finally have his Kird Apes, and theTu-k 
Guardian will have War Elephants and 
Elephant Graveyards. 

Spells of the Ancients will also include a 
new way to plav against the computer: 
Sealed Deck. When you start a Sealed 
Deck game, you select a set of starn: 
and boosters. The computer will ran 
domly generate the contents for the 
packs and allow you to build a tourna¬ 
ment deck from them. It will also gener¬ 
ate boosters for thirty-one different 
computer players who will build their 
own decks. These computer players will 



then compete against each other and 
against you in a simulated tournament. 

Antiquities was notorious for its po< r 
sorting: boosters often contained two - 
sometimes even three copies of the same 
card. Boosters in the computer version 
won’t have this problem. The “sealed 
decks and boosters are randomly gener 
ated for each game, using a method that 
guarantees the proper rarity distribution 
and a balanced mix of colors and spell 
types. 

ManaLink 

T he next upgrade, ManaLink (see side¬ 
bar), should he out in time for the holi¬ 
days and it promises to eat up plenty'of 
vacation time! This expansion will be 
available free to anyone who purchased 
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either the original game or Spells of the 
Ancients; it will also be in stores as part 
of a bundle called Duel of the Planes- 
walkers, which will include both the 
original game and the Spells of the 
Ancients expansion. 

ManaLink allows two players to com¬ 
pete head-to-head over the Internet, 
LAN, modem, and serial connections. 

Internet play will go 
through a free service 
called GathermgNet. 
When it first opens, 
GatheringNet will 
have a chat area and 
possibly some sort of 
record keeping as well as 
a way to pair up opponents. Eventually, 
the plan is for GatheringNet to provide 
player matching, rankings, and every¬ 
thing needed for assorted league and 
tournament play. At some point in the 
future they hope to have online tourna¬ 
ments in which players will compete 
with opponents from around the world 
without any rules hassles or communica¬ 
tion problems. MicroProse Magic for 
the PC is already available in five lan¬ 
guages (with more to come) and when 
playing across the Net, each player will 
>ee all the cards and game text in their 
i)wn language. These features will prob¬ 
ably be phased in gradually. 

The plans for GatheringNet may remind 
'Omc gamers of Blizzards “battle.net"’ 
Diablo site, which was very enthusiasti¬ 
cally received at first, but later developed 
a poor reputation as players learned how 
to hack into files. MicroProse’s develop¬ 
ers are keeping these problems well in 
mind as they work on ManaLink and 
GatheringNet. They plan to use encryp¬ 
tion and other techniques to prevent 
players from changing the game in 
progress or peeking at opponents' decks, 
and the site will probably keep a record 
of disconnections and other errors, so you 
can choose opponents who seem trust¬ 
worthy. 

One interesting feature of ManaLink 
is that players who only have the original 
Magic CD-ROM game will still be able 
to play against opponents with Spells of 
the Ancients. The expansion cards will 



sion card, it will vanish after the 
duel is over if you don't have the 
expansion installed. 


show up on both players’ machines, and 
if you have spells that allow you to con¬ 
trol or steal your opponents cards, they’ll 
work on the expansion cards even if you 
don’t have that expansion. However, if 
you Ye playing for ante and win an expan- 


Looking Ahead 

MicroProse couldn’t tell us any¬ 
thing concrete about their plans for 
next year, but they did mention 
that they plan to keep adding cards 
and hope to eventually catch up to 
the current sets so that Gather¬ 
ingNet can run tournaments using 
DCI Standard (Type II) rules. We wish 
them luck! ■ 

Beth Moursund continues to amaze the gam 
ing community with her ability to keep up 
with it (and talk about it intelligently). 


A First Look 
at the Next Step 

W l orld-class competitors 
weren’t the only ones 
going head-to-head at 
this summer’s Magic: 
The Gathering World Championships. 
From August 11-17 at the Wizards of 
the Coast Game Center in Seattle, multi¬ 
player functionality for MicroProse’s 
Magic: The Gathering for the PC made 
its public debut. Dozens of interested 
spectators sardined themselves into the 
already-crowded War Room to catch a 
glimpse of the interconnected realm of ManaLink, and whether they got a 
chance to take it for a test drive or just enjoyed the view, their reaction was simi¬ 
lar to mine and the rest of the gaming world’s: “Hooray!” 

The multiplayer function worked pretty darned well and shows the fantastic 
progress the development team at MicroProse’s Maryland studio has made. 1 
was fortunate enough to play in the first public game of player vs. player against 
Keith Acton from England. Not only did he beat me, but he beat me with an 
Ornithopter. I’m not kidding...ashamed, perhaps, but not kidding. 

Scheduled for November release, the multiplayer module will allow players to 
dud over the Internet, LAN, modem, and serial connections. Keep your eyes 
open for announcements about the ManaLink beta period. It should be fun. 

On a separate but related note, players and observers at the Worlds got a 
chance to view the Magic for the PC expansion, Spells of the Ancients. Small 
crowds gathered to play against the computer with the new cards. The first to 
try Spells was Nate Sellyn from Canada. 

There is no word yet on whether MicroProse will include an Ornithopter 
I xwrd in honor of Keith’s victor)’. —Rob Voce 
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> by Wolfgang Baur 


Enter the 
Emerald Empire 

RPG. TCG: Legend of the Five Rings Does it All 








maginc playing a game, and then 
seeing the result of that game come 
to life in a card expansion, a role- 
playing supplement, or a story in a 
magazine. Legend of the Five Rings 
(L5R) lets you do just that, with both a 
trading card game and a roleplaying game 
set in the Emerald Empire of Rokugan, a 
feudal Japan setting. 

The ongoing L5R story is determined 
in several interesting ways: by which 
clans win at special TCG “story tourna¬ 
ments;” by what types of decks players 
use at those tournaments; and by the 
membership points that 
Imperial Assembly (a sort 
of DCl for L5R) players 
rack up on behalf of their 
clans. The story of Rokugan is told on a 
special series of cards called the “Book of 
the Void,” found in the Time of the Void 
expansion. Most importantly, events in 
the L5R universe are constantly being 
shaken up by the deeds of the individual 
samurai in the L5RTCG. 

Story Tournaments 

Unlike other gamers, L5R TCG players 
are to a large degree in charge of what 
happens to the clans and characters of 
Rokugan. Every thirty to sixty days, the 
games publisher holds a special story 
tournament somewhere in the country. 
These tournaments determine what hap¬ 
pens next in the official game chronol¬ 
ogy, and which characters and clans rise 
or fall. The winner gains a special place 
in the continuing story of the game. 

One of the earliest story tournaments 
was the “Battle for Bciden Pass” tourna¬ 
ment in San Francisco in 1995. This 
sealed-deck tournament attracted about 
seventy-five players, and was held before 
the first expansion to the game was 



released. The story was straightforward: 
the Crab clan took a strategic pass by 
force, and the Dragon clan sent an army 
to push them out. This pass became the 
site of one of the critical early battles of 
the Clan Wars. Because a Unicorn clan 
plaver won the tournament, the next 
story discussed the alliance between the 
Dragon and Unicorn clans and the per¬ 
formance of the Unicorns crucial contin¬ 
gent in the battle. Furthermore, Unicorn 
cards were then included in the Battle for 
Bciden Pass boxed set. 

For another example, at this years 
Dragon Con the tour¬ 
ney determined which 
clan’s ancestral sword 
would enter the story¬ 
line. The Scorpion clan was awarded the 
limelight when a Scorpion deck won the 
tournament. While a victory may bring 
your favorite clan to prominence, accord¬ 
ing to David Williams, designer of the 
TCG, the designers “didn’t say that would 
necessarily be a good thing.” Now the 
Scorpion clans ancestral sword will 
change and enter the storyline in the 
upcoming Scorpion Coup expansion. 

Similarly, membership in the Imperial 
Assembly is used to gauge the level of 
overall interest in various clans. Players 
swear allegiance to a clan when they join 
the Assembly, and if they win in tourna¬ 
ments, that clan gains points. Overall 
points based on membership and perfor¬ 
mance affect the storyline (clans with lots 
of points have their exploits featured 
prominently in rhe evolving narrative). 
Tournament results from non-story tour¬ 
naments can have just as much impact on 
story development as the story tourna¬ 
ments. For example, the Crane clan was 
slaughtered in many early tournaments, 
so in the L5R story' Crane holdings and 


fortresses were captured one by one. 
defend the last Crane Stronghold, 
came the “Exploding Crane” deck, rei 
ing a desperate gambit by clan mi 
the deck wins by destroying its own 
samurai and taking opposing forces wii 
them, reaping great honor on the 
field. In this case, the story' and the 
deck type were created simultaneously. 

Deck Corruption 

Early in the game’s history, the card ^ 
designers announced that one of Roku¬ 
gan s clans would fall and one would be 
redeemed by the end of the Clan War. As 
you might expect in a game in which 
players determine the story, the < 
couldn't say which clan would fall and 
which would be redeemed. Instead, they 
let the players decide. 

To do this, the designers put a sort 
"corruption test” into the expansions. As 
expansions were released, each clan wis 
offered a “carrot,” a powerful card that 
would corrupt clans that used it in to * 
nament play. Early on, the Lion cl n 
looked like the most likely to fall: proud j 
and arrogant, they could not resist the 
lure of their carrot and were easily c - 
rupted by their quest for power. M 't 
clans avoided the taint, but in the Emi • 
ald Edition, the designers gave re 
Phoenix clan a Stronghold with a differ¬ 
ent power, allowing players to build cor¬ 
rupt Phoenix decks (Strongholds give 
each clan different special abilities). The 
Phoenix clan took the bait and bit do^n 
hard. Corrupt Phoenix decks were sud- J 
denly everywhere, but the clan paid a 
high price in the end—Phoenix became 1 
the clan to fall. In the aftermath of the 
Time of the Void expansion, all 
Phoenix elemental masters are dead, 
most of the clan members have been 
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destroyed by their association with 
darkness, and the clan fades into ashes. A 
single, incorruptible Phoenix Clan per¬ 
sonality remains to preserve the clan, and 
possibly to recover its lost honor. 

By contrast, consider the Crab clan. 
Early on, Crab Oni decks were very pop¬ 
ular. These decks relied on the hideous, 
tainted Oni—a type of Japanese 
demon—to crush opposition. But when 
Crab was given an opportunity' to play 
Honorable Crab decks, they jumped at 
it, and Crab became the clan that is 
redeemed. Because of player choices in 
deck construction, the Crab clan was 
raised up as far as the Phoenix fell. 

Roleplaying 
History 

The Emerald Empire of 
Rokugan was inspired by a 
roleplaying game (RPG) 
named Bushido , published in 
1981. The staff of the Five 
Rings Publishing Group—John 
Wick, John Zinzcr, and Ryan 
Dancey—all played Bushido every 
week for years, and they loved it. In 
the wake of the trading card game 
explosion of 1993 and 1994, they 
decided to make a trading card game of 
their own, and what better setting than 
one based on the glorious rivalries of feu¬ 
dal Japan? Now the designers have fol¬ 
lowed up their card game with a 
roleplaying game. 

The roleplaying game—also called 
Legend of the Five Rings—is built on 
the foundation of the card game, and 
draws heavily from it. The TCG world is 
now filled with enough interesting per¬ 
sonalities and creatures to merit the full¬ 
blown RPG treatment. In fact, the Five 
Rings designers have always known the 
TCG would become a roleplaying game, 
it was just a matter of finding the time to 
do it. As David Williams puts it, M We 
spent too much time developing the 
world to not do an RPG.” So how did 
they go about it? 

They started with the name itself, 
taken from The Book of Five Rings , by 
Miyamoto Musashi. The card game 


draws heavily from the books philoso¬ 
phy, which is where the character traits of 
the RPG came from as well. The first 
roleplaying design had problems. I he 
Rings of Earth and Lire represented 
physical traits and the Rings of Air and 
Water represented mental traits, but the 
result was a lot of unbalanced characters. 
Musashi s stated philosophy of “Be great 
at one thing, be great at all things led 
the designers to the answer: combining 
two abilities into each Ring. For instance, 
Fire represents both Agility and Percep¬ 
tion. Just as the philosophy of the Five 
Rings explains, you must master every 
discipline to achieve excellence. 

In addition, the designers 
relied on the rich fantasy back 
drop of the card game. 
Williams sees it this way: 
“The L5R RPG had to 
take a new approach. Feu¬ 



dal Japan has 
been tried before, 
but no one has thrown fan 
tasy at it really hard. We added moun¬ 
tains of creepy fantasy to a real-world 
foundation. I he roleplaying game shares 
the setting of the card game, hut the RPG 
is set prior to the events found in the 
1 CCj. In fact, it begins four years before 
the events known as the Scorpion Coup, 
and two years before the Clan War. 

For the most part, however, the two 
games are twin reflections of the same 
spirit. For example, players familiar with 
the card game would feel at home with 
the RPGs dueling system. Wick and 
Williams put the dueling system 
together with rules that mirror the card 


game well. In fact, from a play perspec¬ 
tive it seems as if a duel between two 
samurai in the card game or the role- 
playing game would have the same 
result. The parallels are that close. 

The Future 

The story of the Clan War is just now 
winding down, with the final days of the 
war portrayed in the Time of the Void 
expansion and at the “Day of Thunder’ 
story tournament at GEN CON. The 
story tournaments drew more than 300 
players who dueled it out in both double 
elimination and the new “skirmish” for¬ 
mat. If a deck based on the evil 
necromancer Yogo Junzo had won, 
Rokugan would not have seen a new 
Emperor and the 1 lantei Dynasty would 
have collapsed. Forrunately, even though 
many clans fell by the wayside on the 
way to the final rounds of the touma 
ment, in the end Junzo was defeated bv 
the combined efforts of multiple clans 
With the Lion ultimately victorious over 
Junzo, the story now turns to a prequel 
series of expansions, the first of which is 
called the Scorpion Coup. 

Five Rings has plans for an 
aggressive schedule of roleplaying 
releases, including the nile hook and 
the Way of the Dragon clan source- 
book, which are already in print. 
Down the road they will release addi¬ 
tional game materials, including a Shad 
owlands sourcebook, more clan book'. 
Beiden Pass supplement, and a book i 
magical metaphysics that includes ne\s 
spells and optional rules for shugenja 
(spellcasters). Given the story- and char¬ 
acter-rich nature of roleplaving resources, 
these books will fully detail the story oi j 
the card game and provide tons of derail' 
about both the characters and the set¬ 
ting. The L5R RPG will soon be earn ¬ 
ing the banner of Rokugan against the 
dark hordes of Fu Leng, as well as earn ¬ 
ing the story even further. Grab some 
dice, a deck, and a katana, and enter the 
Emerald Empire yourself. ■ 

Wolf Baur and his Samurai Playtest Posse fax 
to none (save the Emperor). 
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GRAND PRIX 


GRAND PRIX 


ITALY 

NOVEMBER 8 & 9 

Villa Olmo 

Open to all 

Magic: The Gathering 0 

players. Byes to top DCI” and 
Pro Tour* players. 

Top 32 players 

share a cash purse of 510,000 

Top 8 players qualify for 
Pro Tour-Mainz, Germany 

Fifth Edition"- Visions" 

Limited Format 






DECEMBER 6 & 7 

San Jose 

Convention Center 
Parkside Hall 'A' 
408 Almaden Blvd- 
San Jose, California 

Open to all 

Magic: The Gathering 

players. Byes to top DCI and 
Pro Tour players. 

Top 32 players 

share a cash purse of $10,000 

Top 8 players qualify for 
Pro Tour-Los Angeles 


• Meet Magic artist Robert Bliss 
• Numerous side tournaments 

Event registration fee: 

40,000 Lire (US $22) 

Advance registration required. 
Registration begins October 6. Call 

Wizards of the Coast' 

Customer Service 

between 10 a.m. and 12 a.m. 

Italian players call Stratelibri: +39-2-270-71528 
U K. and Ireland: +44-0-345-12-55-99 
France: +35-1-43-96-35-65 
Other European countries: +32-14-44-30-44 
U.S. and other countries: +1-206-624-0933 

With the support of Como City Hall 

•*. v: i* tx Cc*r Magic: Tbo Gathering. Fifth Fti/t/cn, Visions. Mask: The 
fcncMM Pm Tour, and DCI are trader, ants of Wizards cf the Coast. Inc. <£>1887 j 
Wizards of rhe Coast. Inc. 


DCI Extended format 

Junior Super Series Challenge 
$2500 cash purse 
Standard format 

• Over 20 sanctioned tournaments 
• Many nonsanctioned events 
• Artist signings 

Advance registration: $30 
Onsite: $35 

For advance registration, contact 
Match Play Game & Computer Center 
at (415) 947-0398. 

For further information visit the Wizards of the Coast | 
website at <http://www.wizards.com>. 
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Reading Is — 
Fundamental 

Imajica Offers Dominions for Everyone 



Clive Barker's 
Imajica: The 
Customizable 
Card Game 


live Barkers bestselling 1991 novel Imajica is a sprawling modern 
fantasy of religion, sex, and transcendence. In it, “the Imagica” is 
the whole of the universe wherein Earth is the fifth of five 
Dominions (dimensions), eternally separated from the other four 
by a monster-haunted gulf called the In 
Ovo. An opportunity arises every two 
hundred years for powerful magicians 
called Maestros to “Reconcile” (merge) 
the Fifth with its sister Dominions. The 
840-page novel ranges from the Fifth 
Dominions London and New York to 



330-card set (four rarities); 120-card starters, 
SIS; IS-card boosters, S2.50. For two or more 
players (best with three); playing time 30-90 


Zehrapushu, Inc. (Sean Curran, Hans Rueffert), 
Atlanu. GA 

Hans Rueffert, Liz Reitman, Lorry Werner 

HarperPrism 
10 East 53rd St. 

New York, HY 10022 

email: <hvi/dos@aol.com> 

website: <www.harperprism.com/ccg> 
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the Seconds glittering “god-citv” of 
Yzordderrex, and even into the unreach¬ 
able First Dominion, home of the soli¬ 
tary deity Hapexamendios. 

Almost as fantastic as this plot is the 
tale of Imajica s translation from book to 
trading card game. Two members of the 
official Barker fan club, Sean Curran and 
Hans Rueffert, developed the basic 
design in 1995 and sent it to Barker. He 
loved it, pitched the game to his pub- 
) lisher, HarperPrism, and two years later, 
we now have the first card game from a 
major book publisher (Harper's second, 
Aliens/Predator, should be out as you 
read this). 

A hook perhaps unfamiliar to many 
gamers, Imajica may not he a commercial 
license to rank with Dune or Alien , but 
its huge cast ot characters, exotic names 
and places, and highly visual descriptions 
certainly suit the trading card game for¬ 
mat. As it turns out, the game requires 


no knowledge of the 
hook, and in fact has lit¬ 
tle to do with it directly. 

This is both its greatest 
strength and most dis¬ 
appointing weakness. 

The Cards 

Barker invented new sites for the game 
and helped with art direction. He 
secured permission to use a painting by 
famous Swiss artist H. R. Giger, and 
suggested portraits by such classic 
painters as Whistler, Manet, and Sargent 
for members of the books quasi-Vic: 
rian society, the Tabula Rasa. Obviously 
the rest of the fifty - nine arthts— gamin, 
notables like Ken Meyer and Jet: 
Laubenstein, fantasy cover artists such a 
Carl Lundgren and Ron Walotsky. 
Barker himself, and many fine-art 
types—come off second-best next to the 
old masters, bur on their own tem> 
these arc beautiful cards with large, 
uncluttered images. Imajica achieves 
distinctive, museum-quality look unlike 
any other game. 

Sorting 

Attractively packaged in the established 
“audiobook” format, a 120-card Imajica 
starter includes two random but playable 
decks. In what a company representative 
called “a marketing move,” HarperPrism 
has elected to “decipher” the cards— that 
is, to make all major characters and the 
coolest places rare. These rares are quite 
powerful, too. Buyer, beware. 
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THE REAL-TIME STRATEGY GAME 
from the makers of Warcraft II and Diablo. 







For more details about your chance to get on the VIP list, visit www.wizards.com 



















Clive Barker’s 
Imajica 

continued 

Rules 

In a pleasant change of pace for this 
hobby, the rulebook is excellent. Each 
player becomes an Autarch, a powerful 
figure who means to rule all five 
Dominions. The object is to seize one 
place of power, or site, from each 
Dominion. 

At the games start, players take turns 
playing sites to a neutral area until all 
five Dominions are represented. Play 
proceeds in rounds, with four phases in 
each round: Coming of Order (untap 
and draw); Autarch (play new sites and 
“Paths," or obstacles); Ally (characters 
take actions); and Reconciliation (bring 
in new characters). All players act once 
in each phase before the next phase 
begins. 

You do most everything through vour 
characters. These minions have gender 
(which can have important effects, as 
with the Pregnancy card). Strength (for 
beating on other characters). Magic (for 
seizing sites), and Prime (casting cost). 
Some characters have limited special 
abilities derived from the novels plot. 
For instance, if a character killed an 
Oviate (monster) in the book, the char 
actcr’s card gives him or her +3 Strength 
versus Oviates. But the cards don’t 
explain the reasons for these abilities, 
they’re just there. 

In the Ally round each character can 
challenge an opposing character, try to 
seize a site, contest another’s seizure, or 
play an Action card. Challenges “pivot” 
(tap) both attackcr(s) and target. 1 Jnpiv 
oted characters on the target’s side can 
defend the target, adding their 
Strengths to its total. ITc difference 
between the sides’ total Strengths is 
inflicted as damage on the weaker side. 
A character who takes damage equal to 
or greater than its Strength goes to the 
In Ovo (discard pile). 

You can seize a site with characters 
whose total Magic matches the sites 
Resistance number. Each opposing 



If no one 
successfully 
contests your 
seizure, you 
pur the site in 

your “State” (controlled area), 
along with the characters who 
took it. This creates an inter¬ 
esting dynamic, as your high 
Magic characters waltz in and 
grab a site, then waltz right out of 
play. Everyone’s forces necessarily ebb 
and flow as seizures succeed or are con 
tested, and a strong, successful offensive 
effort can leave you utterly defenseless 
when your fellow Autarchs come call 
ing. A clever logistical touch: if the 
characters who garrison a site in your 
State leave the site, the site becomes 


Flavor. 

Or Lack of It 

Is all this sounding a bit — generic? 
Like a sound, serviceable design 
you could have wrapped around 
any fantasy about conquering ter¬ 
ritory? It plays that way, too. 
That’s not all: the cards include no 
flavor text whatsoever. You won’t 
know any more about the 
Imajica after playing 
than you did before. I 
played the game before 
reading the book, then 
again afterward, and it 
was night-and-day. The 
game comes alive when 
you know who all these 
r olks are, but the onb 
way to find out is 
to read the book. 

1 like Imajica .is a 
clean, beautiful game 
of characters and logis¬ 
tics. If you’re a fan of 
Clive Barker’s novel, 
you’ll enjov seeing its char¬ 
acters faithfully captured in 
many attractive art styles. Bur 
non-fans may find the game colorless, 
its names and affiliations perplexing. 
Read the book before playing. ■ 

freelancer Allen Varney (APikrney@aol.coin} 
has been reviewing card games for'Xhc Duelist 
since issue He lives in Austin, Texas. 


Autarch in turn can contest your seizure 
bv pivoting characters with a Magic 
total equal to the invaders total. In a 
contest, the face-down Paths on the tar¬ 
get site are turned up and their effects 
applied, adjusting Resistance, pivoting 
or discarding characters, and so on. 
Because everyone plays Paths face 
down, good play requires good memory. 


uncontrolled again. 

This simple structure permits manv 
deck designs. For example, characters 
with the Artist affiliation can pivot to 
increase an ally’s Magic score, so lots of 
lovv-Prime Artists can goose each 
other’s scores into a formidable site¬ 
seizing force. Control decks using the 
Emotion cards (Loneliness, Tranquillity. 
Frenzy) can dictate how other 
Autarchs play their characters. 
And a straight combat deck can 
clear the field of opponents long 
enough for your Maestros to steal 
five sites. 
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Its Time to Change \our Game 

You re tried the light oide. You \ } e tried the dark. You re summoned 
,io many War Mammotho you can t oee straight. Besides, its all about 
killer decks, anyway. Its easy to get caught in a rut. The same card 
qanie, over, and over, a/id ore/: You need a break. It s tune to get back to 
role-playing. 




SAGA 



FiFfH ACE' 

AdVTTTTvw G«mi 


There are whole worlds waiting For you in t he 
AD&D game. There’s the heroic adventure of 
Birthrigi it’axd Forgotten Realms? the gothic horror 
of Raven LOFT? and the otherworldly oddities 
of Plan escape: 

There’s the new DraGONLANCE' : FI I ' l l I AGE" 1 
Dramatic Adventure Game based on the all-new SAGA 
Game Rules. It’s a great new RPG, not a card game, not 
collectible, and not AD&D. 

Come back to roleplaying. You won’t even miss the 
thallids. And believe us, they won’t missyou. 


Come Back to Roleplay ing! 

I o find the store nearest you call toll-lree 1-800-38-4—11 SR. 

Questions? kinail TSRConSvc@aol.com. 

\ isit us on America Online at kevw ord: TSR. 

( >r find us on the web at wwvv.tsrinc.com 



U-i-'-f, . . R*. \ . arxi Ramjsca« are cantpaHJ»» wtnkts tor tfK; A13&D tjante , ^ 

* and (krs^nah: barlomark* owned by TSR Inc c 1997 TSR. Inc All rights reserved TSR. Inc. is a subsidiary of Wizards of the Urn*. Inc 








Dune: 

The Sleeper 
Awakens 


very tenuous link to the source materi.J 

The overriding problem with all : 
these efforts is that Dune is a story and a 
universe that cannot be easily reduced in 
size or scope. The original novel and its 
six sequels outline a meticulously crafted 
environment of many interlocking 
pieces, all held in delicate balance by the 
narrative of the story’. It once seemed that 
no medium other than the novel would 
ever be able to encompass that richnc» 
and depth. 

The advent of the trading card game 
genre with Magic: The Gathering in 
1993 created a wholly new way to pre¬ 
sent complex stories. In 1995, Legend of 
the Five Rings demonstrated that i 
detailed background and narrative couii 
be successfully integrated with a trad: . 
card game. This year. Five Rings Pub¬ 
lishing is releasing Dune: Eye of the 
Storm, a trading card game designed r 
Last Unicorn Games (which also pro¬ 
duced Heresy: Kingdom Come), under 
joint license from Universal Studios ard 
the estate of Frank Herbert. This format 
is ideally suited to Dune, as it ailovo 
players and collectors to fully iminer-' 
themselves in the novels universe,unlike 
any traditional game. 


[ o i i 


ore than twenty years ago hrank Herbert 
released a novel that stands as one of the 
defining works of modern science-fiction literature. 1 hat 
novel, Dune t conveyed readers to a strange future filled with 
bizarre politics, strange mental powers, intricate intrigues spanning a thousand years, 
and a planetary ecology’ unlike any other in the history of the genre. 

Set primarily on the world of Arrakis, known to its inhabitants as Dune, the novel 
takes the classic form of the Hero’s Journey as it follows young Paul Atreides from 
naive adolescence to worldly maturity. The story is set in a galaxy’ united under one 
Imperium where a mysterious spice-drug, melange , allows some gifted individuals to 
manifest incredible psychic powers. 

A dozen factions struggle for control of 

' A Vision of the 

one facer or another of the galactic Futur0 

empire. Among them are the mysterious ^ ranslating this vast masterwork into 

other media has proved a difficult task. 
Bene Gesserit Sisterhood, who can con- ln thc 1980Sj MCA/Univereal produced 

trol others with nothing more than the a big-budget motion picture that 

received only a lukewarm reception from 
spoken word; the Spacing Guild, run by f ans an d critics. Also in the ’80s, the 


shadowy Steersmen who have been 
hideously mutated by 
exposure to the spice; 
various noble houses that 
seek to rise in power and 
•align themselves with the 
larger social and political 
movements of the Empire; 
and the reclusive Fremcn, the 
uncountable natives of Arrakis. 


Avalon Hill game company 
produced a board game and 
two expansions based on 
the novel. All of these are 
now out of print in Eng¬ 
lish, though there are 
foreign translations still 
available overseas. In 
the ’90s, Westwood 
Studios, a computer 
video-game publisher, 
produced two Dune 
games, both of which 
did quite well com¬ 
mercially despite a 


Plans within Plans 

Dune: Eye of the Storm is set in tin 
period surrounding the arrival ot House 
Atreides on Arrakis, which correspond? 
to the first section of the original novel. 
House Harkonnen, the Atreides s main 
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ARENA- 

The League for Magic: The Gathering” 



European League Play 

comes to a store near you 

tnretniering S Li M M k u 1 *J •> 7 

Belgium • France • Germany • The Netherlands • United Kingdom 


premiering I 1 ' .V I. 1. I 7 

Denmark • Norway • Spain 


premiering Winter I 9 9 7 - 1998 

Austria • The Czech Republic • Finland • Italy • Sweden • Switzerland 


premiering S P K I IV <i 1 9 9 8 

Greece • Hungary • Poland • Portugal 


How docs Arena work? 

• Players register at participating local retail stores. 

• Matches are played at in-store gaining areas. 

• Results are tabulated by Wizards of the Coast. 

• Prizes are awarded to high-ranking and other players. 

• Play styles include Const ructed and Limited formats, 
varying each season. 


How can I get involved in Arena? 

• Players and retailers can contact 
Wizards of the Coast* Customer Service. 

PC.) Box 34: 2300 

Tumhout, Belgium 

Tel.: +32 14 44 30 44: Fax +32 14 44 30 88. 

Email: custserv@wizards.be 

• For more information, visit the Wizards of the Coast 
European website at <http://www.wizards.be>. 


Here's what American players are saving . . . 

“Arena brings competitive players together on a level playing field. 
"The format allows beginners to compete with experienced players. 
“Arena lets me meet new players and see new ideas." 

























rivals in the Landsraad, arc secretly 
planning to destroy House Atreides 
with the covert assistance of the 
Emperor. The Spacing Guild fears the 
powers of Paul Atreides, son of Duke 
Lcto II. The Bene Gesserit seeks to 
control Paul for he may be the kwisa/z 
badfraeby the result of a thousand-year 
secret breeding program, a male Bene 
Gesserit capable of incredible psychic 
powers. The Fremcn sec in Paul the 
promise of a Messiah, one who will 
know their ways as if bom to them. 

Players take the role of leaders of 
minor houses in the Landsraad, the leg¬ 
islative body of the Imperium. In 
this time of tumult, the minor 
houses of the Landsraad have a 
chance to gain the attention of the 
major powers and rise rapidly in sta¬ 
tus. Every faction needs allies and 
alliances, and great rewards await those 
adroit enough to manipulate the 
machinery of the Imperium in their 
favor. Players must follow the Great 
Convention, rules outlining how the 
noble houses are to behave as they seek 
to rise in stature. 

To succeed, players must accumulate 
Favor, a measure of political will, and 
Spice, a measure of wealth. The initial 
release of the game contains six factions 
with which players will forge alliances: 
The Bene Gesserit, The Spacing Guild, 
The Imperial Family, House Harkon- 
nen, House Atreides, and the Fremen. 
Each of these factions has allies and 
enemies, and a players selection of 
cards is directly influenced bv this 
larger political structure. 

Houses Divided 

The game is based around two decks of 
cards. The Imperial deck contains Per¬ 
sonas, representing powerful individuals 
in the Imperium who have agreed to 
work with the players noble house, and 
Holdings, which represent the assets 
and worlds it controls. The 1 louse deck 
contains cards used to augment the 
powers of the Personas and to defend 
and enhance the 1 loldings. They may 


also contain special Events that can 
affect the balance of play, and Rites that 
allow players to challenge one another 
politically, socially, militarily, or in ritu¬ 
alized duels. 

11k* Landsraad and the Emperor con¬ 
trol interstellar trade and commerce 
through a commercial entity known as 
the CHOAM exchange. In the game, 
CHOAM is represented by Solarii 
tokens (the currency of the Imperium), 
Spice tokens (representing the melange 
hoarded by the Great Houses and the 



Spacing Guild), 

and the Cl lOAM rate of exchange, 
which describes the cost in Solarii of 
each Spice token. As the amount of 
Spice in the hoard goes down, the cost 
goes up, and vice versa. This simple eco¬ 
nomic model provides for a very sophis¬ 
ticated gaming environment in which 
players can engage each other on a vari¬ 
ety of levels besides simple combat. 

Players must recruit Personas and 
equip them with troops, equipment, and 
mental powers. These Personas act out 
the will of the player, engaging opposing 
players in the halls of the Landsraad, in 
the economic conflict of the market¬ 
place, or in covert duels in the shadows. 
Players must also take control of Hold¬ 
ings to increase their wealth and abili¬ 


ties, even relocating their houses to 
Dune itself—if they dare. While 
defending their Holdings, using and 
protecting their Personas, and increasing 
their Favor and Spice, players must also 
be concerned with the activities of 
opposing players, the intrigues develop* 
ing in the Imperium, the cost of spice, 
and many other factors. 

Many Places at Once 

Dune: Eye of the Storm will he a rca! 
treat for Dune fans. The artwork in the 
game is simply stunning, providing 
glimpses into the future created bv 
Frank Herbert unlike any seen before. 
The game is true to the spirit and sub¬ 
stance of the story, and the designer* 
have taken pains to ensure that even 
aspect of the game is grounded in solid 
reference to the novel. At the 
same time, some innovations 
MM m from the motion picture, such 
as the mutated forms of the 
Guild Steersmen and the 
baroque appearance of building* 
and equipment, have been incor¬ 
porated into the visual style of the 
game. 

The initial release features over 
300 cards in three rarity levels, plus 
a special card for each faction avail¬ 
able only in that factions starter 
deck. There is a sixty-card starter 
deck for each of the six starting fac¬ 
tions, and booster packs of fifteen ran 
domly assorted cards. Each starter deck 
features one of the Homeworlds of the 
factions, plus information on their goal* 
and objectives in the game, as well as 
their unique strengths and weaknesses. 

Concurrent with the release of the 
game, Five Rings is also organizing the 
Landsraad Council, the official Dune 
fan club. Dune enthusiasts can expect 
extensive support for organized play, 
and a chance to shape the galaxy in 
unexpected ways. He who controls the 
Spice controls the univ erse! ■ 

Ryan Dart ay is the brand managerfor the Five 
Rings Publishing Croup. 
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Note: Due to deadlines , all questions are as of 
July 31 1997. They do not include results from 
the 1997 Magic: The Gathering World 
Championships. 

Question #1 

Which of the following players placed in the Top 8 
only once during the 199&-97 Pro Tour* season? 
a) George Baxter b) Darwin Kastle 
c) Chris Pikula d) John Yoo 

Question #2 

Which player has accumulated the most Pro Tour 
player points since the Pro Tour circuit began? 
a) Mark Justice b) Mike Long 
c) Paul McCabe d) Shawn “Hammer" Regnier 

Question #3 

What was the last Pro Tour event to be won by a 
player native to the country hosting the event? 
a) Pro Tour~LA ('96) b) Pro Tour-Atlanta 

c) Pro Tour-Dallas d) Pro Tour-LA ('97) 





Question #4 

Which of the following formats was not used at last 
year's Duelist Invitational tournament? 

a) Classic, Pro Tour-New York style: four cards 
required from each expansion 

b) Standard, Highlander, all cards except basic 
lands are restricted 

c) Backdraft: draft the worst deck possible 

d) Limited Trash: everyone gets the same selection 
of poor-quality, Sealed-Deck cards 

Question #5 

Which of the following deck types has never been 
the winning deck at a Pro Tour event? 
a) Millstone b) Ernham Armageddon 

c) Prosperous Bloom d) White Weenie 

Question #6 

Who is the only player to make the Top 4 in three 
different Pro Tour events? 


a) Scott Johns 
c) Darwin Kastle 


Contest Deadline: November 30,1997 


t -w. - yr 


* vVv f v,> * 


b) Mark Justice 
d) Olle Rade 




- 


Address: 

City: _ 

Phone: __ 


_State/Province: 
_ Age: _ 


ZIP code: 


2 . 


, 3 . 

■U » 


4 . 


5 . 


6 . 


Rules 

\* 1 purchase required. Mail entries to ~’I he / )ueli* Inv national ^ 

v Wizards of the Coast, Inc., P.O. Box 7 07, Kenton. WA 98057-0707, 

> A \«i nu't hanical reprixluctions of completed forms will be accepted, but 

> umas photocopy the entry form before filling it out. All entries must lx* received , 

T lx fore \o\timber AO, 1997. Winner*' will be selected in a random drawing from 
•ill eltgibfe entries by Wizards of the Coast ("Wizards"), at the offices in Renton, 

A-kdiington,on orabout December A. 1997, and notified by mail within approximate!* 
uj\s drawing. Entries will not K 1 acknowledged, will become exclusive property ol 
hi/ank ami will not be returned. 

t Vldx oi w inning depend on total nurnlx*r of eligible entries recei* ed. Cxaild 1 cize (1 )■ 
r u>r is inner and a guest to Ihe Ducli* Invitational in Rio de laneiro. whk h includes round- 

* •*irtarvand hotel accommodations only (approx. value: \1 ID \ M.l I ). Prizes are not 
’ 1 ' 'u:rahlo, transferable, or redeemable tor cash. No substitutions of prizes will lx* allowed 
' - featured pri/els) become unavailable, except at option ot Wizards. Applicable taxes and fix's 

* usponubilit* of winner'. \om ompliance of time parameters i>r return of any prize or prize notifi- 
U»n as uiklelnerable will result in disqualification. 

i ‘t'test open imlv to residents of the United States (except Rhode Island) and C anada (except ^ 

. <. attest not open to Wizards employees or their family members, or affiliates. C ontest is subject to A 

* t • al federal, date, lixal, and pro\ incial regulations and is \ oid where prohibited or otherw ise restricted by 

A :ux*r s entry and acceptance of prize constitutes acknowledgment of the following: permission tor 
'•' /Auk to iih*. \n ithout payment, winner’s name, photograph, or other likeness for purpose of ad\ ertismg 
^1 or promotions; that Wizards has not made, nor is Wizards in any manner liable tor, any warranty, representa- 
: ar guarantee express or implied, in fact or in law. relative to any prize; a warrant* that material contained m 

^ i- original. public domain, Wizards owned, or ukx! with the unlimited consent ot the owner and that lUloes not 
ir Aide on tin- right, of am other person or entity: an agreement to full* indemnify Wizards tor all dauns arising out of a 
• h of this warranty; and a full, unlimited, cxdush e transfer ot any and all rights in entry. Io n 111 \ i 1 n/t • u ,,uu 1 
W h mjuiaxl to sign waiver and reload. Wizards is not responsible for illegible, incomplete, late, nu-dutx ted. lost, i 
h^uii-diie entries. Wizards' division is final with respect to all matters relating to this contest. 

1 "r names of prize winners, send stamped. self-addressed envelope to " I he Pitch* Invitational- Rio W mm rs, 
Wizards ot the Coast, Inc., P.O. Box 707, Renton, WA 98057-0907, U.S.A. 

Wizards of the Coast, Magic: The Gathering, and Magic: The Gathering Pro Tour are trademarks of Wizards of the 
Coast (nc. 1 1997 Wizards of the Coast, Inc. 
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Invitational 

Mail this form or a photocopy to: 

"The Duelist Invitational- 
Rio" Contest 

Wizards of the Coast, Inc. 
P.O. Box 707 
Renton, WA 
^ 98057-0707 














































PRODUCT 

INFORMATION 


The Duelist advertisers are your 
best source for information about 
their products and services. To get 
more information about any prod¬ 
uct or service, simply tear out the 
card, circle the number on the card 
that corresponds with the adver¬ 
tisement, stamp it, and drop it in 
the mail. Best of all, it's free. So 
start gathering the information 
you want and need to stay on top 
of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 



P.O. Box 707 • Renton, WA 98057-0707 

Tel: (425) 204-7262 Fax: (425) 204-5928 



a tr*fcmirt Jnd denote a afemjrt. owned ***** bv W/artfc of 
t. Wx . (v by Mcnt prod **. trademark owned by the tompa- 
h the* produ^s U* d the name ol Sf*f product wthout mention o* 
i not be d « a chaienge to such status. Wuarch o* the 

a r*9*tered caJut-jA -• n a o# Wizards o t the Coast Inc 



Advertiser Index 




AD 

CODE ADVERTISER PAGE 

1 Babylon 5 Collectible Card Came 

(Precedence Publishing).16 

2 Babylon 5 Component Game System 

(Component Game Systems).43 

3 Baldur's Gate (Interplay).IBC 

4 Battletech Unlimited (WotC).19 

5 Bushido Blade (Sony Computer Entertainment).14 

6 Deadlock II: Shrine Wars (Accolade).6 

7 Decent to Undermountain (Interplay).38 

8 Dractus Publishing.121 

9 Dragon Dice (TSR).115 

10 Dragonball Z-Animayham (Pioneer Entertainment).57 

11 Dreamers.120 

Duelist Invitational Contest (WotC).Ill 

13 East Front (TalonSoft).29 

14 European Arena (WotC).109 

15 Games Galore.121 

16 Grand Prix Como, Italy/San Francisco (WotC)....103 

17 Grand Prix-Rio/Duelist Invitational (WotC).24 

18 Iguana's.82-87 

19 J & M.120 

20 Lands of Lore II: Guardians of Destiny 

(Westwood Studios).46 

21 Legend of the Five Rings RPG 

(Five Rings Publishing Group).101 

22 Lionheart (Parker Brothers)..59 

23 Lords of Magic (Sierra).OBC 

24 Mageslayer (GT Interactive).2 

25 Mechwarrior (WotC).117 

26 Might and Magic IV (New World Computing).9-11 

27 Magic Encyclopedia (Thunder's Mouth Press).55 

28 Magic: The Gathering: Spells of the Ancients 

(MicroProse).21 

29 Mantle of Kendis Dai (Del Rey).-88 

30 Military League (WotC).91 93 

31 Neutral Ground.120 

32 Obsidian-Legend of the Five Rings 

(Five Rings Publishing Group). ^ 

33 Paul & Judy's.121 

34 Pro Tour- Mainz (WotC). ^ 

35 Psychic Purge .120 

36 Role Playing (TSR).107 

37 Safecards.53 

38 Space Bar (SegaSoft).76 

39 StarCraft (Blizzard Entertainment).^ 

40 StarCraft World Premire 

(Blizzard Entertainment/WotC). 105 

41 Star Wars: Cloud City (Decipher). ^ 

42 Tempest (WotC).51 

43 Tempest Preconstructed Decks (WotC). 5 

44 The Demon Awakens (Del Rey).- 45 

45 The National Collector/Tongo Nation.49 8 

46 Thunder & Lightning H® 

47 Troll & Toad. 119 

Wizards of the Coast Events Calendar (WotC). 62 

49 World Championship Decks (WotC). 23 

50 The X-Files: Unrestricted Access 

(20th Century Fox Entertainment). .^ 


































































pUELIST 



Do us a favor 
and you could win a 
Duelist International 
Booster Subscription 
—forfree! 


Rate Our Magazine 

(5 ^excellent, 1 ^terrible) 

How do you rate this issue of The Duelist ~ overall? 5 □ 

4D 

3D 

2D 

ID 

How do you rate the articles overall? 

5D 

40 

30 

2D 

ID 

How do you rate the art/layout overall? 

5D 

4D 

3D 

2D 

ID 

List and rate your most favorite articles: 







5D 

4D 

3D 

2D 

ID 


5D 

4D 

3D 

2D 

ID 


50 

40 

3D 

2D 

ID 

List and rate your least favorite articles: 







50 

4D 

3D 

2D 

ID 


50 

4Q 

3D 

2D 

ID 


5D 

4D 

3D 

2D 

ID 


Comments: 


Concerning Magazines 

Which of the following magazines do you reguiarfy read? (check all that apply) 


EScrye 
C Inquest 
C Wizard 
C Dragon 
CGamePro 

C Computer Gaming Work! 

C Electronic Gaming Monthly 
C Sti-Fi Universe 
C Other_ 


O Home PC 

□ Time 

T Sports Illustrated 
D People 
C Next Generation 
L. Nintendo Power 
E Strategy Plus 

□ InterAction 


□ PC Gamer 
CPC World 

□ PC Magazine 
Playboy 

□ Spin 

□ Road & Track 
Ej Rolling Stone 

□ Wired 


What is your favorite magazine?. 


Concerning Home Computers 

Does your household own a PC? O Yes No 
Is It Pentium?™ □ Yes □ No 

If^yes, what speed is your computer? 

□ 60-75 MHz □ 90-120 MHz □ 133 + MHz □ with MMX" 

Is It an Apple? □ Yes □ No 

Do you own a CO ROM drive? □ Yes □ No 
Does your system have: (check all that apply) 

C sound card E ‘ speakers C video card 

D Joy stick E game pad □ 3-D accelerator 

Do you plan to upgrade or purchase a faster CPU in the next 3 months? Yes No 


Do you play PC games? 

□ Yes 

□ No 

If so, list your 3 favorites: 


Do you play video games? 

□ Yes 

□ No 

If so, list your 3 favorites: 


Do you play online games? 

□ Yes 

□ No 

If so, list your 3 favorites: 


Tell Us About Yourself 



Name 




Address 

City 

State 

Zip 


Phone ( ) 

I am: □ male 


.Today’s date _ 


E 25-34 


female 

□ under 13 □ 13-17 D18-24 

□ 35-44 C 45-55 C over 55 

My household income (or, if under 18, my family’s Income) before taxes is: 

□ under $15,000 □ $15,001-$25,000 $25,001-335,000 

□ $35,001-350,000 C $50,001-375,000 □ over $75,000 


Which Magic: The Gathering expansion was most current when you started playing? 


□ Weatherlight 

Jun ’97 

D Ice Age 

Jun ’95 

U Fifth Edition 

Mar ’97 

[ Fallen Empires 

Nov’94 

D Visions 

Feb ’97 

[J The Dark 

Aug ’94 

C Mirage 

Oct’96 

C 3 Legends 

Jun ’94 

C Alliances 

Jun ’96 

C Antiquities 

Mar '94 

D Homelands 

Oct’95 

[ Arabian Nights 

Dec’93 

D Chronicles 

Sep ’95 

C Alpha/Beta 

Aug ’93 


6000+ 


How many Magic cards do you own? 

□ Less than 500 0501-1500 

□ 1501-3000 C 3001-6000 

□ yes, I’d be happy to have you contact me about my thoughts on The Duelist 

Work/day phone ( )__ Home phone ( )- 


Email address 


but no more 

the adirrtise- 

it in the mail. 



tear out this card, select and cmle at least one 

than 30 numbers helms ttuit correspond with 

mertt. complete your name and luLims, and drop 


other 


AD INDEX NUMBERS 

t*> < hvi «<•>»• ... 1 


Complete the survey above and we‘II 
enter you into a drawing for a Duelist 
International Booster Subscription. 

The winner will receive a one-year sub¬ 
scription to The Duelist, plus boosters in 
every language from the Magic expan¬ 
sions released throughout the year. 

To enter, mail the survey (or a photo¬ 
copy of it) to: The Duelist, P.O. Box 707, 
Renton, WA 98057. 


1. Have you ever heard of Atlus? 

2. Do you own Persona"? 

3. Do you own Ogre Battle"? 

4. Would you buy the sequel to Ogre Battle “ 
if it became available? 

5. Dkl our ad persuade you to buy a particular game? 


YES 

NO 

1 

9 

17 

25 

33 

41 

49 

57 

□ a 

□ b 

2 

10 

18 

26 

34 

42 

50 

58 

□ c 

□ d 

3 

11 

19 

27 

35 

43 

51 

59 

□ f 

4 

12 

20 

28 

36 

44 

52 

60 

□ e 

5 

13 

21 

29 

37 

45 

53 

61 

Dc 

□ h 

6 

14 

22 

30 

38 

46 

54 

62 



7 

15 

23 

31 

39 

47 

55 

63 

□ i 

□ j 

8 

16 

24 

32 

40 

48 

56 

64 


NAME_ 




ADDRESS. 
CITY_ 


.STATE. 


.ZIP. 






PHONE __ 


EMAIL 


Card must be returned by January 14, 1998 
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Do us a favor, and you could win a 
Duelist International Booster Subscription! 


Wizards 
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Want to find out more about 
the products and services seen in 
The Duelist} 

Complete the reader service card 
here and you II get all 
the information you need. 




















































Magic: The Gathering* 

Official Encyclopedia 

T he ultimate player's guide is brought 
to you from the editors of The Duelist 
All of the Magic cards ever printed from Alpha to 
Alliances appear in full color. The 224-page, 8 
1/2" x IT paperback includes a visual guide— 
so you can tell from which set and which print 
run a card comes—a collectors history, a section on misprints 
and oddities, a visual guide to the promotional cards, card errata, and 
a deck builders' index that breaks cards down into over 100 different 
abilities for deck building. $24.00 U.S. 

$35.00 Outside U.S. 


Duelist 

T-shirt 


Short-sleeve Long-sleeve 

$14.95 u s $19.95 u.s 

$15.95 Outside U.S. $20.95 Outside US. 


Sizes M, L, XL (XXL Add $2) 


Duelist Life Counter* 

S ay good-bye to glass beads and loose change! These sturdy, finely 
crafted metal and enamel counters let you mark off the occasional 
Lightning Bolt or poke from Tim in style with brass- and silver-plated 
beads. Best of all, each 3 1/2" x 2 1/2" counter fits right inside a Magic" 
deck box. Available in red, green, white, blue, and black. 

$12.99 u s 
$17.99 Outside US. 


D uel in com¬ 
fort in 100% 
cotton, preshrunk 
Duelist t-shirts, in 
short or long sleeves. 

Cover art by (a)Melissa Benson, 
(b)Liz Danforth, or (c)Rob Alexander. 


(U.S. funds) 



vs 

Outiid* U.S. 

#r 

$4.00 

$6.50 

#2 & 3 

$5.50 

$8.75 

#4-8 

$5.95 

$9.00 

#9 & tip 

$6.95 

$9.75 


l »toe photocopy onty 


♦J5. february 97 *J6, April 97 




Duelist 

Back 

Issues 


CTHJiS, 


45, June 95 


#19, October'97 


To order, mail a photocopy of this form to: 

DUELIST MERCHANDISE 

P.O. BOX 707 RENTON, WA 98057-9916 
ORDER BY PHONE: (425) 204-8000 ORDER BY FAX: (425) 204-5928 
ORDER BY EMAIL: duelistn-wizards.com 

MAKE CHECKS PAYABLE TO THE DUELIST. 

Mease specify "U.S. Funds" on all non-U.S. checks or 
foreign bank draft orders. 


OTY/SWTE/ZiP 

TELEPHONE ( )_ 


QTY 


COLOR SIZE 


♦ITEMS SUBJECT TO AVAiLABIUTY 

FREE T-SHIRT (with order of 2 k&morS12 in back issues) 


PAYMENT METHOD 


8.6% tax (WA residents only) 

Total (U.S. Funds) 

□ CHECK 


C MC/VISA/D1SC 


CARD NUMBER 


NAME ON CARD 


ALL PRICES INCLUDE SHIPPING. PLEASE ALLOW 3-6 WEEKS FOR DELIVERY. 




































































► by Shawn F. Carnes and Glenn Elliott 


A Jack-of-AH-Trades, 
But Master of Fun 


ierra On-Line s Birthright: The 
Gorgon’s Alliance is the 
latest TSR brand to find 
itself in the computer 
game market. Most fan- 
tasy/RPG computer games fit into one of 
three niches: strategic, tactical, or first 
person. B:TGA is all three. Such a cross- 
genre game has rarely been seen until 
now—fantasy computer enthusiasts, get 
this game ! 1 will be spending the rest of 
the article picking nits and critiquing, but 
for sheer fun, it’s an all-out winner. 

B:TGA takes you into the rich world 
of Cerilia, where a massive, apocalyptic 
battle destroyed all the gods long ago. The 
shattered godly essences permeated the 
world, bestowing various powers upon the 
people. The closer you are to the blood¬ 
lines that took part in this battle, the 
stronger your powers are. 

You (the gamer) are a leader of one of 
the realms of Cerilia. The game incorpo- 





Sierra On Line 
Bellevue , WA 

1AT 


CD-ROM for DOS and Windows 95. Minimum 
requirements: Pentium 7S+, 8 MB RAM (16 MB 
for Windows 95 users). 4* CD-ROM drive. SVGA 


graphics. SoundBlaste 
Network and modem 
player capability. 


Eric Twelker 

Sierra On-Line 

3380 146th PL SE.STE 300 

Bellevue. WA 98007 

<erit.twelker@sierra.com> 


npatible sound card. 


rates the strategic elements of Diplomacy 
and Risk, the tactical elements of Strat- 
ego, and the first-person adventures of 
Hcxen and Doom. Your task is simple: by 
hook or by crook, defeat the evil Gorgon 
who wishes to bring strife back to Cerilia. 
To accomplish this, you will have to 
diplomatically and militarily manage your 
realm, fight individual battles, and go on 





quests to recover artifacts that will aid 
your ///'cr-quest. Then again, you don’t 
have to do anything you don’t want to; a 
nice feature of the game is that you only 
have to play with those elements you like. 

The strategy lies in managing the realm 
you rule, raising an army, and negotiating 
with other realms. You can expand your 
realm via olive branch and/or iron fist. 
The interface on this level is fairly easy to 
comprehend, but a bit of a pain to manip¬ 
ulate when you have large forces in a sin¬ 
gle province. B:TGA breaks no 
new ground here in terms of 
strategy game play, but it’s no 
slouch either. 

T he tactical element kicks in 
when two tribes go to war. The 
battlefield is a three-by-five grid, 
with each grid space divided ver¬ 
tically into two equal halves. You 


must bring units into play on your side of 
the battlefield, and once there they can go 
about their business. If you love micro¬ 
micro-management then you’ll love the 
battle screen, as you must keep a constant 
eye on the overhead view in the lower 
right corner of the screen. Sierra devotes 
over half the screen to the “camera view" 
of the battle, but you can change views to 
your liking. The action is fluid and you 
must remain focused on the tides of battle 
to stay on top. 

In the first-person perspective, vour 
realm-ruling persona and a few friends go 
marching about various locales, securing 
magic items, treasure, and quest-aiding 
artifacts. The interface reminded me of 
Doom, albeit a tad more awkward. Your 
troops follow you around like sick puppies 
and tend to get in your way as you try to 
maneuver. It would be helpful if you could 
arrange them in formation and keep them 
there. 

On the surface, B:TGA is a three-in- 
one game that doesn’t excel in any one 
area. The fact that it is a three-in-one 
game, however, makes it an absolute 
must-buy. The elements tie into one 
another smoothly, and success in one area 
will aid you in the other two. B:TGAs 
interwoven parts are good enough thar l 
was willing to forgive its mechanical 
shortcomings. If there is an element that 
doesn’t appeal to you, you don’t have to 
play it. And damn it, Jim, it’s a hoot to 
play and can be a real time sink (which is 
always the sign of a good game). It is also 
network capable, which allows you to 
challenge real minds. 

As far as the game play goes, however, 
whoa Nellie! Sierra’s really got their finger 
on the pulse of something here. I may 
seem slightly schizophrenic, alternately 
praising the game and damning it, but a 
theater director of mine once called the 
frank comments he would give his actors 
“tough love.” Well, consider this some 
tough love, because Birthright: The Gor¬ 
gon’s Alliance is just too lovable to be 
passed over. 

Shawn Carnes and Glenn Elliott knov: a 
program when they see it. 
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14 Reasons 

Why Dice Are .JL 
Better Than Cards. 

[Why stop at 10?] 

1. Dice never get used as coasters. 

2. Dice never blow awav on a windv dav. 

3. Dice never rip. 

^rv4. You don’t have to keep your dice in a 

UY-protected hyperbaric pressure-controlled 
**jJ^lead-lined hermetically-sealed room to 
H/; ," profcect them from the world. 

V, You can actually play with them. 

5. No one has figured out a way to make a 
killer dice pool, so you can be sure that your 
game will last longer than 32 seconds. 

6. Dice don’t make a cool noise when vour 

* 

little brother tries to put them in the spokes 

Of hiS hicvclfw 


7. Dice do ms 
your hand, | 

8. You’ll neve 


noise when they rattle in 
ross a table. 


8. You’ll nevernjjjplidie with a stray pencil mark. 

9. Dice, when sprinkled on your bedroom floor, 
can deter barefoot burglars from stealing your 
stereo. 

10. Dic§f fyy their nature, shuffle theinselS 

11. |®^ay^as the las^ime anyone got 

12. Yonl^on’t go blma resuKng 17 lings (rijailes oS 

the face of a die. Tffj 


13. If you can figure out! 
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Apocalypse 
When? 


► by Mike Elliott and Tom Wylie 


X-COM: Apocalypse Assaults the 
Fourth Dimension 


I n my younger days I dabbled in 
basic programming. One of the 
game programs I wrote was a ver¬ 
sion of the classic game Master¬ 
mind, which involves guessing 
your opponents combination of 
four colored pegs before he or she 
can guess yours. My version had 
two hundred colors and fifty positions, 
and I thought about marketing it mainly 
to people stationed at Arctic research sta¬ 
tions, as the game took a very long time 
to solve. However, X-COM: Apocalypse 
puts my feeble attempt to shame. 

I have played many of the games pro¬ 
duced by Micro Prose, including Master 
of Orion 11, Civilization, and all three of 
the X-COM releases, and they are all 
quality games that involve a great deal of 
tactical strategy. The X-COM series is 
unique among the MicroProse strategy 
games in its length of play. While you can 
often complete a game of Master of 
Orion II or Civilization II in one sitting, 


| x*cc >ivt | 


APOCALYPSE 


CD-ROM for DOS 5.0 and Windows 95 
Minimum system requirements: 486/100 
MHz compatible or faster, 8 MB RAM (16 
MB for Windows 95 users), 4x CD-ROM 
drive, SVGA graphics, Sound¬ 
Blaster compatible sound card. 


Kathy Sanguinetti 
MicroProse 

2490 Mariner Square Loop 
Alameda. CA 94501 
(510) 814-6474 
ksanguinetti @ microprose com 
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you would be lucky to complete a game of 
X-COM: Apocalypse in less than one 
month. In fact, neither Tom nor 1 have 
successfully completed a game of X-COM: 
Apocalypse, as the time required is just 
too great. However, the game is still 
enjoyable and has many improvements 
over X-COM II, so you will have 
fun...even though you may never finish. 
Think of it as a roleplaying game dis¬ 
guised as action/adventure. 

The basic premise of the game is that 
the Earth is being invaded by aliens 
from another dimension. (Why don’t 
these aliens ever leave us alone?) 
Instead of defending a planet as you 
did in X-COM II, you are now defend¬ 
ing a city called Megaprimus. The city is 
composed of around twenty-five corpo¬ 
rations that control various buildings in 
a futuristic setting, complete with flying 
hovercraft and transport tubes. You inter¬ 
act with these corporations, and their 
opinions of you rise and fall at various 
points in the game, affecting your strategy 
options. Through the course of the game 
the aliens send excursions into the city 
and attempt to gain control of the corpo¬ 
rations by infiltrating them. (You would 
think that blue-skinned creatures would 
have a tough time fitting into the corpo¬ 
rate world, but working at Wizards, I can 
see how they could go unnoticed.) 

You start out with a base, 
some vehicles, and agents 
equipped with armor and 
weapons. As in most of the 
MicroProse strategy games, 
you have the ability to 
research and manufacture 
items to help you with your 
quest, which involves not 


only repelling the aliens but also going 
through dimensional gates and attacking 
them on their home turf. You spend a lot 
of time fighting off incursions and inves¬ 
tigating sightings, which usually requires 
you to send a response team in to destroy 
or capture the intruding aliens. During 
down times you can train your agents and 
restock your bases and personnel. 

One of the major improvements in the 
game is the addition of a "real time” com¬ 
bat system. You have the option of the old 
turn-based system or the new real-time 
system, which integrates the movements 
of your agents with the aliens, making 
X-COM: Apocalypse feel less like a chess 
game. The range of aliens, vehicles, and 
weapons is impressive, and the game con¬ 



tinues to throw more difficult challenges 
at you as you progress, with the aliens 
advancing as you advance. The graphic 
are good and the AI does reasonably well 
in combat situations. Another new feature 
worth noting is a messaging system that 
updates you with information on a 
scrolling screen. 

Players that enjoy this genre of game? 
will find the new addition to the X-COM 
series enjoyable. It has enough unique 
twists to make you feel your money w^as 
spent wisely. We’re also betting that the 
ratio of time spent to entertainment 
gained is equally satisfying, but we’ll have 
to wait for someone to actually finish a 
game before we can swear to it. ■ 

Mike Elliott and Tom Wylie don't like leaving vc r ( 
unfinished, but graciously stopped playing X-CO^- 
Apocalypse in order to meet their deadline. 
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$10 




BE Consecrate Land 

S10 

HI Ancestral Blade 

$3 

LG Xsra Arien 

$2.25 

Star Trek 68-500 mixd 

$10 




BE Counterspeli 

$14 

HI Ches9ex 

$3 

LI Adun Oakenshe4d 

S3 

Untenited Uncommons -30 

$15 




BE Disintegrate 

$2 

H! Conjure Magazine 

$20 

LI Ar.gteic Voices 

S3 

SLDevoras 

$3 




BE Dwarven Demo Teem 

S4 

H! Forged Steel 

$8 

LI Cleanse 

$4 

SLI.K.C Barak 

$2 




BE False Orders 

$1 25 

HI Thunder Castle Games 

$8 

LI Firestorm Pheomx 

$7 

SLI.K.C Heghta 

$2 




BE Fastoond 

SI 5 

HI Watcher Field Agents 

$4 

LI Forethought Amulet 

$2 

SL Kbazara 

$2 




BE Gloom 

S2 

IA Abyssal Specter 

$1.5 

LI Gravity Sphere 

$6 

SL PI 

$2 




BE Hurricane 

$2 

IA Anarchy 

$1.5 

LI Greater Reafin of Pres 

$1.5 

SL U.S S Phoenix 





3E Hypaotic Specper 

$19 

IA Gb 06 try Flame 

$2 

LI Hazezon Tamar 

$4 

SW Admiral Motti 

$3 




BE Irtvistoitoy 

$3 

IA Orcash Squatters 

$2 

LI Hellfire 

$5 

SH Blizzard 1 

SI 2 




BE Linowar Elves 

$1.25 

IA Seraph 

$4 

LI Imprison 

$3 

SH Captain Ptect 

$2 





■ • 
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tacxnar* * ft tMonm 0*mes rc fwrjmir* a prcdtceO 3f Mam c* the Coesf Inc. vnx* to «rm twn A Taaonir G etta he • a tew*-* * i FA$A. the SeW’ach tteven* a o, Garpcr*cm *- c s uyd as Wiarts J ** Cc*st 
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P/uehic Purge it noui 





ENTERPRISES 

98% OF OUR SINGLES AT BELOW LOW SCRYE 

No other ongoing company 
beats our singles prices 


fllMT CARD OORIPflflY! 


e-mail clipe@clafk.nel • ujunu.mintcofd.com 

flow /pecialixing in singles & boxes 




Are you currently getting 

1) The Lowest prices on singles 

2) All cards in NR mint/mint condition 

3) Fast reliable delivery 

Yes: You're already buying from J&M 
No: Suggest you start buying from J&M 


N 


To receive J&M's singles price lists, just 

Phone (714) 459-1014 Fax (714) 589-3235 

or visit http://www.JM-ENTERPRISES.com 

m J&M Enterprises 

29 Via Pausa, Rancho Santa Margarita, CA 92688 



cue also carry all owl of print 

rjJJj-L i'JiU-P 

mint Card Company’s 

immaturcs chop jhop 

CAU Uf 410-766-5841 

all the time! 


order! 

Icw 9 c order/! 






■4-888-DREAM40 _ 

p* - * 3 7 3 2 6 4 0 C*., t 

VeBuy&§eJI 

sc ^’ s ' n ^ s ’ . Magic: The Gathering* 
boxes, i|nu ^acK>. star Wars & much more 

STAR WARS / X-MEN / SPAWN FIGURINES 

Now Selling Tempest 

Shipping is free on single card orders over $100. 

Call be-sf ^t-joes! 

We sell supplies, deck protectors, dice and much more. 

TfiVce sanctioned foui-mmenfs cseiy \vcc]s 
pvce ojpcn ^fity aieft. 

1 i bather light' * 


Advertise your business in 

puEusr 

For more information, contact 
Bob Henning, Advertising Manager 
(206) 204-7262 
email: bob (Phviza rds. co m 


3157 Clare Ave No. 
Harrison, Ml 48625 


3008 Texas Avenue 
St Louis Park MN 55426 


International Orders Welcome 
Minimum order $10 • Minimum S/H $5.95 
We accept Visay Mastercard and money orders 


NEUTRAL 

QR@UND 

New York's 
#1 Magic ' M Source 

| International Mail-Order Service] 


Open / day* a week — Ntxm until 1 A.M. • All major credit card* .Kccpted 

We bu y and sell single Magic cards 

| Juzams and Moxes always in stock | 

122 W. 26th St., 4th floor * New York, NY 10001 

(800) 344-GAME 

tel (212) 633 1288; fax (212) 633-0979 • email - info@nground.com 
Webpage - http://www.nground .com 


* * Tw WO*: Mr*?*' * b^etust' Owdw’ im< * m ^ ftw* cf Cossr Vc Etoriu. Skuonp* 3 Jnxtortarti erf rt» - . 


an# Kvftr Most ?«w5ua rarx* ** rxfcnwu a 


WhwiBA of of FASA Tr# &6&ot«en vrv.»m * cwxc i>, Cwicr. 7^7,fZ * Wk*t» ^ *• 

“ wacftrtBngitojucMmu 
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ARE YOU A FRUSTRATED 



DRACTUS 


YOUR GAMING 
DISTRIBUTOR 

Specializing in 
great service 



DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 


The next limited-edition expansion for Magic: The 
Gathering takes off this summer. Fly with the crew of 
the Weatherlight to the shadow plane of Rath, and 
discover wild new forces of Magic. There is no calm 
before the storm. There is only Tempest. 



Obsidian Edition is the third printing of the Legend of the Five Rings 
CCG basic set. It features over 300 cards in special oversized "delux" 
starter decks that are perfect for new and old players alike. 


JWSEZr 

FIFTH EDITION 


The newest edition of the original trading card game. 



WE CARRY THE FOLLOWING PRODUCT LINES 

• 

Aircei Comics 

Decipher 

Global Games 

Khalsa Brain Games Systems 

Pioneer Videos 

U.S. Games Systems 

Atlas Games 

Dream Pod 9 

Heartbreaker 

Koplow 

Precedence 

West End Games 

Avalon Hill 

Enor 

Hogshead 

Last Unicom 

Ral Part ha 

White Wolf 

Black Dragon Press 

FASA 

Holistic Design 

Optimus Design Systems 

Reaper 

Wizards of the Coast 

Casino Books 

Fleer Skybox 

Publishing 

Mayfair 

Rembrandt 

Wild storm 

Chaosium 

Flying Buffalo 

Iron Crown 

Palladium 

R. TaKsorian Games 

Wizard Press 

Companion Games 

FPG 

Enterprises 

Phage Press 

Scrye Magazine 

Wordware Press 

Daedalus Studio 

Geo Hex 

Kenser & Company 

Pinnacle 

T.S.R. 

Xeno Games 


RETAILERS ONLY * call (61S) 744-5225 

or fax (613) 744-6783 for Price List & Details on Specials 


““ 


lalore 


GIVE US A CALL! 
metro 817-461-4263 
fax 817-860-1922 
email billf@metronet.com 


805 W. PARK ROW DR. ♦ ARLINGTON, TX 76013 



P.0. Box 409 DUE 


Arthur, IL 61911 



SPECIALIZING IN: 


JWSSB 



'I 135 


We specialize in Magic 9 Singles 

Singles—Sets—Boxes 

BUY ♦ SELL ♦ TRADE 

Most of our singles 
are priced at LOW SCRYE. 

Ask us for free price list. 


Sanctioned Tourneys 
Every Saturday and Sunday! 

International and Domestic 
Orders Welcome 

OPEN 7 DAYS A WEEK N00N-9PM 


Singles, Sets, Boxes,..Most at below retail price! 
Our single cards are near-mint to mint. 

International Orders Our Specialty 

Phone: (217) 543-3366 
U.S. Fax: (800) 500-3117 
International Fax: (217) 543-3732 

Internet e-mail Station Code: sales@pjcc.com 
View our entire catalog on our WEB SITE at: www.pjcc.com 
Hours: 8:00-6:00 CT Monday thru Friday 8:00-3:00 Saturday 

Toll-free Overseas flh| 

Fax Numbers 

BRAZIL 

A 000817-500-3117 


AUSTRALIA 
1 800-55-3747 


GERMANY 

01-30-82-86-19 



JAPAN 

0044-22-12-2581 


II 

ITALY 

1678-70219 


We also carry other game cards. 

Call or write for FREE Came Cards Catalog. 


MagA** Om- •■*** aural) ** ******£ d itfawfccf to Co** Liren* aesa**** V *V»*<*to Cc*si. YC inc. He#™#- * a 

'tvxrwt * r TaeroQvnBt re. s pr c* to Cc*x.tv. tro* t a a nar ^ v c * FASa crr.~v» a cwretf by F*SA Ccocr ^r and s oeed t* <*to Coe# 

ion* Mew prr««f sadirw r>, to csrww* **£ pztw tom freaks Uw d to rwdvy F«jUc< *#<*£ d uamvx rx* nef fiectrs« a Ovkrq* * kcr sacs 
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Any Moment 


Y bur opponent is 1997 World Champion Jakub 
Slemr. You and he are playing an all -72 impest 
game. Jakub was about to deliver the death 
blow with a 24 -point Rolling Thunder when you cast 
an Ertais Meddling to stall the inevitable. During 
Jakubs next upkeep, the Rolling Thunder will finally 
lose its last delay counter. It is the start of your main 
phase. Knowing what remains in your library, can you 
defeat Jakub before his Rolling Thunder defeats you? 
Imagine the bragging rights.... 


DIFFICULTY 


I) 1 1 I I i I IT 


CARD HIGH lie; UTS 



Cursed Scroll • 

9 y <P: Name a card. 
Target opponent ehcx>ses 
a card at random from 
your hand. If he or she 
chooses the named card. 
Cursed Scroll deals 2 
damage to target creature 
or player. 



Scroll Rack « 

i, <>>: Choose any num¬ 
ber of cards in your hand 
and set those cards aside. 
Put an equal number of 
cards from the top of your 
library into your hand. 
Then put the cards set 
aside iu this way on top of your 
library in any order. 


Duplicity' 3 4 4 

When Duplicity comes into play, 
put the top five cards of your 
library face down on 
I )uplicity. 

During your upkeep, 
you may exchange 
all the cards in your 
hand lor the cards 
on Duplicity. 

At the end of your 
turn, choose and discard a card. 

If you lose control of Duplicity, 
put all cards on it into owners 
graveyard. 




Scroll Rack 
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3 LIFE REMAINING 



YOUR HAND 



Stumped? 

Fear not. 

Hints for puzzles can be found 
on The Duelist ‘website at 
<bttp://www. wizards.com >. 
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Sudden Impact 


Watchdog 


Not one to ever do things in a normal way, IVe decided to group all my cards by theme. Here’s the test: put each of 
the eight Tempest cards shown above in its appropriate thematic group below. By the wav, none of the themes 
involve color, expansion, casting cost, or card type (instant, interrupt, etc.). Good luck! 


GROUP 

A 







Flux 


Wrath of God Thundermarc 


Mortal Wound 


Martyrdom Debt of Lonhv 


ROUP 






m 

■IAf ai| 





Iter/ njsr 1 


&$££zz ' 



- 1 









i wtfff 


3 UP 


Johan Juniper Order Advocate Veteran Bodyguard 


O/Al It) 

oKUUr 


ft. 





;rou 

G 


Coercion 


Gaseous Form Giant Strength 



Necropotenoe Dream* of the D&& 



-M .». r 




GROUP 

H 


Glacial Wall Infernal Medusa 
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Holy Dav 



Carnivorous Plant Gorilla Chirftan KUun Bonk 















































































































ODO’S HAND (3 CARDS) 


Counterpoint 

DIFFICULTY 


I \s) 


Y bur opponent is Odo. He 
is playing an all-blue per¬ 
mission deck ( u do-I-have- 
permission-to-cast-this” deck). 
You’ve managed to whittle Odo 
down to three life points, but 
things aren't looking good. 

Thanks to a Revelation in play, 
you are aware that Odo has three 
Counterspells in his hand, just 
equal to the number of spells in 
your hand capable of doing the 
necessary damage to win the 
game. It is the beginning of your 
main phase. Without any other 
cards, find a way to defeat Odo 
this turn without dying. 


CARD HIGHLIGHTS 


* M 


Revelation # 

All players play with 
the cards in their hands 
face up on the table. 



Fireball It 9 

Fireball deals X dam¬ 
age, divided evenly 
(round down) among 
any number of target 
creatures and/or play¬ 
ers. Pay an additional 
• for each target 
beyond the first. 



Mana Flare 9 9 

Whenever a player taps 
a land for mana, it pro¬ 
duces one additional 
mana of the same type. 





Wall of Air 1/5 


YOU (GREEN/RED) 1 LIFE REMAINING 



Ley Druid 1/1 Revelation 

YOUR HAND (5 CARDS) 



Fireball 



Iightning Bolt (2) 



Mana Flare (2) 
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Step-by-step 
solutions to last 
issue's " 'Magic: 

The Puzzling" 

by Mark Rosewater 



fc O vj W W 


When last we met I had found 
Leah, my long-lost fiancee 
(you know, the one whose 
supposed murder 1 was framed 
for), only to have her pull a gun 
on me. And in that moment, 
my amnesia vanished like fog 
in the wind. Everything sud¬ 
denly made sense. The doctors 
told me it would take a sudden 
shock to hilly cure me, but that 
whole blow-to-the-head thing 

is just a TV myth. 

Leah and 1 had been fooled 
by my evil twin. As I told Leah 
of my discovery, 1 saw a very 
familiar face step out of the 
shadows with a gun of his own. 
“So, you’ve finally figured it 
out, my brother. Bravo. Too 
bad you and Leah won’t have 
much time to enjoy your 
reunion. But first. I’m going to 
need you to write your answer 
column. The stupid thing’s due 
tomorrow.” 
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“A Toothfora Tooth ” 

Published in Duelist #19, p. 98 


4 S Tina is at 30 life, the first thing you need to check is what cards you have to do 
/ \ damage. In your hand, you have Fire Whip and Haunting Misery. Not much 
JL jL Your real damage dealers (your creatures and your I )ingus Staff) arc already in 
play. If you can destroy all of Tinas creatures, you can do 16 damage with the Staff and 


then attack with your creatures. 

1) Tap Lotus Vale, five swamps, and four 
mountains to add eight black and four 
red mana (three used as colorless) to 
your mana pool. 

2) Use one red and one colorless mana to 
cast Fire Whip on Bogardan Firefiend. 

3) Tap Bogardan Firefiend to deal 1 point 
of damage to Ardent Militia. Sacrifice 
the Fire Whip to deal 1 damage to 
Benalish Missionary, destroying it. 
Dingus Staff deals 2 damage to Tina. 
Tina is at 28 life. 

4) Use one black mana to cast Fatal Blow' 
on Ardent Militia. As it has already 
been damaged this turn, bury' it. Din¬ 
gus Staff deals 2 damage to Tina. Tina 
is now at 26 life. 

You start by using your simple removal 
spells. Note that it is important that you 
kill the 1/1 creature early so that it won’t be 
a choice tor the Abyssal Gatekeeper when 
it gets destroyed. 

5) Tap the Serrated Biskelion to put a 
-1/-1 counter on Abyssal Gatekeeper, 
destroying both the Biskelion and the 
Gatekeeper. When the Gatekeeper 
goes to your graveyard, both players 
sacrifice a creature. You select Bogar¬ 
dan Firefiend and Tina may select any 
creature in play. Let s assume she 


chooses to sacrifice Benalish Infantry. 
When the Bogardan Firefiend is put 
into your graveyard, have it do 2 dam¬ 
age to any ofTina s creature with a 
toughness of 3. Assume you put it on 
Rogue Elephant. Dingus Staff deals 6 
damage to you and 2 damage to I ina. 
You are now at -2 life. Tina is at 24 life. 
You will die if you do not get above 0 
life before the end of the phase. 

The advantage to killing your own Abyssal 
Gatekeeper is threefold. First, it forces 
Tina to sacrifice a creature. Second, it 
allows you to sacrifice your Bogardan 
Firefiend, thus destroying another ofTinas 
creatures. Third, it puts three creatures in 
your graveyard which will later aid vou in 
two different spells (Haunting Miser)' an:. 
Urborg Justice). 

5) Use one black and one colorless mana to 

cast Coils of the Medusa on whatever 
creature Bogardan Firefiend dealt 
damage to, destroying it. Dingus Stall 
deals 2 damage to Tina. Tina is now at 
22 life. 

6) Use two black mana to cast Shattered 
Crypt for 0. You now' have four black 
and one red mana in your mana pool. 

This is done solely to get a third black, 
non-creature spell in your graveyard. 








































7) Remove three black cards from 
your graveyard (Fatal Blow, Coils 
of the Medusa, and Shattered 
Crypt) to cast Spinning Darkness 
on whichever creature with a 
toughness of 3 remains, destroying 
it. Let s assume this is Tinas Heavy 
Ballista. You gain 3 life. You are 
now at 1 life. Dingus Staff deals 2 
damage to Tina. Tina is now at 20 
life. 

The Spinning Darkness is crucial as 

you need the life gain to stay alive. 

8) Use two black mana to cast 
Urborg Justice. As you have 
lost three creatures this turn, 

Tina must sacrifice her last 
three creatures (Fallow Wurm, 
Redwood Treefolk, and 
Llanowar Behemoth). Dingus 
Staff deals 6 damage to Tina. 

Tina is at 14 life. 

10) Use two black and one colorless 
mana to cast Haunting Misery. 
Haunting Misery deals 3 damage 
to Tina. Tina is at 11 life. 

11) Attack with Bloodrock Cyclops, 
Hidden Horror, and Lava Hounds 
to deal 11 damage to Tina. Tina is 
at 0 life. 

“Do You Believe 
In Magic?” 

Published in Duelist# 19, p. 100 


ABEL 
LOCO 
EZRA 
C O U N 



(Oops! Du/we say u Ki!/e'r of Cain * in 1. Across? 
We meant “Victim of Cain. *) 


“What 

Happened Was” 

Published in Duelist #19, p. 101 

T his puzzle was indeed “nasty” 
as it was promised. But the 
needed clues were available. 
Karen went first. On her turn 
she did nothing but put a Tundra 
into play. 

On Darrens turn, the following 
happened: 

1) Darren played his Mox Jet, Mox 
Emerald, Mox Ruby, and a forest 
which he tapped to add one black, 
two green, and one red mana to 
his mana pool. 

All of this was known, as it remained 
in play. The only exception is the for¬ 
est, which was obviously sacrificed to 
the Orcish Lumberjack. 

2) Darren used the black mana to 
put a Mana Vault into play, which 
he then tapped to add three color¬ 
less mana to his mana pool. 

3) Darren used a green mana to put 
the Concordant Crossroads into 
play. 

4) Darren used the red mana to put 
an Orcish Lumberjack in play. 

5) Darren tapped his Orcish Lum¬ 
berjack and sacrificed his forest to 
add two red and one green mana 
to his mana pool. 

Still, all this information is available 
from looking at the cards in play. 

6) Darren used one red mana and 
two colorless mana to cast Wheel 
of Fortune. Both Karen and Dar¬ 
ren drew seven new cards. 

The Wheel was necessary as it is 
obvious Darren used more than eight 
cards. 

7) Darren then played his Black 
Lotus which he tapped and sacri¬ 
ficed to add three green mana to 
his mana pool. There were then 
five green, one red, and one 
colorless mana in his pool. 

8) Darren used one green mana to 
cast Ghazban Ogre, a 2/2 creature. 
The Ghazban Ogre, the only 2/2 for 
one green mana can be figured out by 
working backwards. Also, you knew 
a n Arabian Nights card was used. 


9) Darren used one colorless mana 
to cast Sol Ring, then tapped it 
for two colorless mana. 

10) Darren then used one red and 
one colorless mana to cast Blood 
Lust on the Ghazban Ogre, mak¬ 
ing it a 6/1 creature, and used one 
green mana to cast Giant 
Growth on the Ghazban Ogre to 
make it into a 9/4 creature until 
the end of the turn. 

11) Darren then used one green 
mana to cast Berserk on the 
Ogre, making it an 18/4 creature 
until the end of the turn. 

12) Darren then used one green and 
one colorless mana to Regrowth 
the Berserk. 

13) Darren then spent his last green 
mana Berserking the Ogre a 
second time, making it a 36/4 
creature. 

The 36 power of the creature can be 
figured out by subtracting Darren s 
original 20 life from his current life 
total of 56. Once you know you need 
to get to 36, you can start figuring out 
the other cards. Berserk is the only 
efficient way to get a creature s power 
raised that quickly. 

14) Darren then attacked with his 
36/4 creature... 

15) .. .but got a surprise. Karen 
tapped her Tundra to put white 
mana in her mana pool and used 
it to cast a Swords to Plowshares 
on the Giant Growthed, Blood 
Lusted, twice-Berserked Ogre. 
Thus, Darren lost the Ogre but 
gained 36 life, putting him at 
56 life. 

You know Karen cast a Swords to 
Plowshares for several reasons. First, 
the tapped Tundra and the current 
hand size of six cards tell you she cast 
a spell which cost either one blue or 
one white mana. Second, Darrens life 
total was raised by 36. Third, there 
was a card removed from the game. 

Thats about all for this issue. Hope¬ 
fully, I’ll be around to write next issues 
column. Unril then, may your evil twin 
never hold you at gunpoint. # 













an overweight, middle-aged, overcompetitive f 


n i « k 4 rd 


Image Is Everything 


If the goal is to 
make games as 
big as movies, 
its going to be 
impossible i{ 
people don't 
want to acquire 
the“stigma'’of 
being gamers. 


P ro Magic players are overly competitive. 

Magic players in general arc too interested 
in making money; if not in tournaments, 
then by trading. Chess players are overana- 
lvtical. Bridge players are prone to criticize 
their partners for the smallest mistakes. Poker play¬ 
ers are overweight, middle-aged men. Hobby 
gamers are nerds and dweebs. Roleplayers in partic¬ 
ular are too flaky. And Goth gamers are the worst— 
unholier than thou. 

These are a handful of prejudices about gaming. 

People outside the hobby have harsh preconceptions 
about gamers. People inside are often just as bad, 
being critical of people who don’t play “their” game. 

This even carries over to game designers, who tend 
to be touchy about their own area of specialization. 

Many times I have heard designers outside of the hobby 
industry either sheepishly call their games “simple” or get 
defensive about liking their game rules simple and elegant. 
Similarly, I have heard designers of ornate war games sneer at 
the simpler rules systems of most games. 

This is a state of affairs that concerns me. Wizards of the 
Coast’s corporate goal is to make games as big as movies, and 
this is going to lx* impossible if people don’t want to acquire 
the “stigma” of being gamers. When I ask strangers what sorts 
of games they play and get the answer that they don’t, I am no 
longer surprised to find out that they do play poker, or chess, 
or bridge, or euchre. “Oh yeah—I play that. I suppose that is a 
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game, if you want to he pickv.” They seem ashamed b 
this “lapse in character,” or assert that the game th<\ ? 
is somehow not a member of the family of games. 

This is one of the reasons 1 encourage people t^H 
large variety of games. I think it would be beneficial i 
gaming as a whole to be viewed as one form of enta 
ment, rather than as a loose collection ot hobbies i 
pastimes that are rather embarrassed to be in cache 
company. 

This doesn’t mean you have to like all games, or a 
game players, any more than loving a county 
you to love all its occupants. It does mean you should try« 
cultivate an appreciation for game play in all its i 
fill variety. Just as familiarity with a county tends I 
increase appreciation, so docs familiarity with a | 
Hopefully this attitude will let all games and gamep 
ers share in the benefits that games as a group hae^ 
offer: stimulation of the intellect and imagination*! 
action, and education. 

A couple of things Wizards of the Coast b< 
to help change the image of gamers an* the < 
Center and the Magic Pro Tour. The idea behindd 
Game Center is to show off the enormous number <t 
positive game qualities and to just get people top 
In the past, places to go and play games woe l 
limited to dingy game-store backrooms and the i 
good-natured cafes that wouldn’t kick one ont I 
taking too long over coffee. The Game Center nl 
place where people aren’t ashamed to be seen, v 
parents aren’t afraid to take their kids. 

The Pro Tour may help legitimize Magic 
hobby. People take money seriously, and when m 
hear there is real money on the line they arc £ 
interested. They may also notice that the < 
are smart and articulate with a good sense of b 
which may contrast with their preconceptions. The r 
this is easy to be good at a sport you must be phy> 
to be g(xxi at a game you must be mentally tit. 

It is easy to believe that games as a whole are a great f 
entertainment. It is easy to believe that gaming is a I 
hobby when you consider the qualities necessary to t 
game. However, it is hard to believe that the noot 
world will improve its opinion of games and gamers 1 
gamers improve their opinions of each other. ♦ 


Richard Garfield is 









Trapped between good and evil, 

vou’ll find vourself at... 

* * 



"...one of the most anticipated RPG titles for the PC’ 

- Next Generation Online 


The Adventure Begins this October. 
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